Weapons 


Abbreviations: 

Dmg = Damage (note that damage for guns is determined by the type of 
ammunition used, and any bonuses the gun adds) 

S = Single 

T = Targeted 

B = Burst (see the rules under Attacking: Burst Mode in Combat: Attacking for 
details) 

Rng = Range in meters. In standard combat, one hex is 1 meter in diameter. 
Numbers in ( ) indicate range with a tripod where applicable. 

W = Weight 

MD = Melee Damage 


Unarmed Skill Weapons 
This skill covers the good oldfashioned method of beating people up with your bare 
fists, and weapons that compliment this method. 


Fists and Feet 

Value: N/A 

Unless your character is missing a limb or two, they have these weapons with them 
at all times. The most basic of weapons. 

Min. ST: 1 W: N/A Dmg: 1d4 + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Boxing Gloves 

Value: 250 

One can still find practitioners of "the sweet science" in the wastes. If your 
character is thinking of becoming the next Balboa, these are essential. Boxing 
gloves are gloves with some kind of pad over and around the fist, so that the 
wearer does not damage his or her hand, and the person getting punched doesn’t 
get cut. 

Min ST: 1 W: 5 lbs Dmg: 1d2 + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Plated Boxing Gloves 

Value: 300 

Where one finds practitioners of "the sweet science," one finds cheaters as well. 
Someone must have "accidentally" put metal plates into these boxing gloves. 
Min ST: 1 W: 10 Ibs Dmg: (1d4+1) + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Brass Knuckles 

Value: 40 

A device that fits around the knuckles of a fighter, making punches hurt a lot more. 
It distributes the force of the blow evenly over the puncher’s hand, allowing them 
to avoid breaking their fingers. 

Min. ST: 1 W: 1 lb Dmg: (1d4+1) + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Spiked Knuckles 

Value: 250 

An improved version of the classic brass knuckles, the spiked knuckles do more 
damage, tearing into the flesh of your opponent in unarmed combat. Like the brass 


knuckles, they distribute damage evenly across the puncher’s fingers. 
Min ST: 1 W: 1 lb Dmg: (1d6+4) + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Punch Dagger 

Value: 300 

The punch dagger certainly isn’t a subtle weapon; it is a large, serrated combat 
knife attached to a glove, combining the force of a punch with the tearing action of 
a toothed blade. Expect to get kicked out of the boxing ring for using this 
unorthodox piece of equipment. 

Min. ST: 1 W: 4 lbs. Dmg: (1d8+4) + MD Rng: 1 AP S: 3 T:4 B: N/A 


Punch Gun 

Value: 600 

This unusual weapon is a glove with a trigger in the thumb, allowing the user to 
fire a single shotgun shell at the same time a punch is thrown. The damage from 
the shotgun ammo is added to the effects of the punch and melee damage. 
Although they are somewhat awkward, as they must be reloaded after every use, 
an enterprising individual could do quite well with one of these tools during a 
surprise attack. The punch gun holds 1 shotgun shell. Note that the incredibly 
short barrel on the gun renders this weapon ineffective at all but the closest 
ranges. 

Min. ST: 2 W: 7 Ibs. Dmg: (1d4+1) + MD (+Ammo) Rng: 1 AP S: 4 T: 5 B: N/A 


Power Fist 

Value: 2200 

The "Big Frigger" Power Fist from BeatCo. Considered by many to be the ultimate 
weapon to use in unarmed combat. A Power Fist is a metal glove that fits over the 
hand and uses small motors to enhance the power of a punch. The glove will 
automatically adjusts for greater damage when the user throws a punch, using 
energy even if the punch doesn’t connect. It holds 25 charges, and uses Small 
Energy Cells to recharge. 

Min. ST: 1 W: 7 lbs. Dmg: (4d4+8) + MD Rng: 1 APS: 3 T: 4 B: N/A 


Mega Power Fist 

Value: 2500 

A more powerful version of the "Big Frigger." This one has upgraded power servos 
for increased strength. Like the smaller version, it uses a charge every time a 
punch is thrown, even if it doesn’t connect. The Mega Power Fist holds 25 charges 
of Small Energy Cells. 

Min. ST: 1 W: 7 Ibs. Dmg: (4d6+16) + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Melee Skill Weapons 
These weapons are held in the hand and make contact with whatever their user is 
trying to damage. 


Knife 

Value: 40 

A basic knife for cutting things. Or critters. Or people. Knives are about. Most are 
made of steel but, as with most things before the war, they can and often are made 
from more exotic metals and a variety of alloys. 


Min. ST: 2 W: 1 lb. Dmg 1d6 + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Throwing Knife 

Value: 100 

A knife specifically designed for throwing. These weapons come in all types and 
varieties. They are small enough to conceal just about anywhere, and are often 
kept in bandoleers or specially designed belts. 

Min. ST: 2 W: 1 lb. Dmg: (1d4+2) + MD Rng: 1 AP S: 4 T: 5 B: N/A 


Spear 

Value: 80 

Your basic polearm. A wooden pole with a sharpened piece of metal on the end. 
See also Throwing Weapons. Spears are simple weapons to construct, being a long 
(2 meter) wooden pole with some kind of metal or stone head tied to one end. 

Min. ST: 4 W: 4 lbs. Dmg: (1d8+2) + MD Rng: 2 APS: 4 T: 5 B: N/A 


Sharpened Spear 

Value: 100 

A razor tipped polearm. The shaft is wooden, and the tip is sharpened steel. 
Min. ST: 4 W: 4 Ibs. Dmg: (1d10+3) + MD Rng: 2 AP S: 4 T: 5 B: N/A 


Switchblade 

Value: 145 

The blade of this small knife is held by a spring. When a button on the handle is 
pressed, the blade shoots out with a satisfying "Sssshk" sound. Constructing one of 
these takes some skill with both metalworking and machinery, and they are usually 
found in the possession of gangs in larger cities. 

Min. ST: 1 W: 1 lb. Dmg: (1d8+1) + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Combat Knife 

Value: 165 

A military-issued knife designed for melee combat. The serrated edges tend to tear 
instead of cut, and wounds from this blade are a lot more painful than normal knife 
wounds. See also Throwing Weapons. Combat knives were constructed from a 
carbon-based compound instead of a metal, making them more durable, less prone 
to dulling, and lighter than a normal knife. They are usually 15 to 25 cm long. 

Min. ST: 2 W: 2 lbs. Dmg: (1d8+2) + MD Rng: 1 APS: 3 T: 4 B: N/A 


Sharpened Combat Knife 

Value: 200 

This wicked looking blade has numerous nicks and cuts along its surface, but its 
edge is razor sharp. A good weapon if you happen to specialize in one-handed 
hand-to-hand combat. 

Min. ST: 2 W: 2 lbs. Dmg: (1d10+3) + MD Rng: 2 AP S: 3 T: 4 B: N/A 


Wakizashi Blade 

Value: 200 

A futuristic RPG would not be complete without the Yakuza (Japanese mafia) and 
the Fallout universe is no exception. In fact, the only way a non-Yakuza member 
will get one of these swords is to take it off the body of a Yakuza. The Wakizashi 


looks like a smaller Katana. Because these blades are so difficult to make, it is 
highly doubtful that anyone makes these weapons in the wastes, and they are most 
likely tourist-store ripoffs from pre-War times. Of course, there are always 
exceptions. The Wakizashi is about 60 cm long, and slightly curved. 

Min ST: 2 W: 2 lbs. Dmg: (1d8+4) + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Ripper 

Value: 900 

Quite a nifty weapon. Rippers were common among gangs and thugs before the 
war, and are common among criminals and lowlifes after the war. They are called 
rippers for a reason, these knives tear through flesh and organs. Rippers hold 30 
charges of Small Energy Cell. 

Min. ST: 4 W: 2 lbs. Dmg: (2d10+12) + MD Rng: 1 S: 4 T: 5 B: N/A 


Chainsaw 

Value: 3000 

Chainsaws are often considered the ultimate melee weapons. Although the later 
models mostly ran on electricity, older models ran on gasoline (maybe ethanol can 
be found somewhere in the wastes). A person could definately have some fun with 
this weapon. Electrical chainsaws have a rechargeable battery that holds 25 
charges of Small Energy Cell. 

Min. ST: 5 W: 15 lbs. Dmg (3d10+12) + MD Rng: 1 AP S: 5 T: N/A B: N/A 


Police Baton 

Value: 30 

A police or military-issue club used for subduing criminals and enemies alike. This 
weapon is often made from sturdy wood, but is sometimes made from steel. A 
handle perpendicular to the shaft allows vibrations to diffuse before they travel up 
the user’s arm. 

Min. ST: 3 W: 3 lbs. Dmg: 1d6 + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Ice Pick 

Value: 70 

This weapon is a wicked looking implement that was once used to climb icefalls, 
now it is used to inflict bodily harm upon those unlucky creatures foolish enough to 
start something. 

Min. ST: 3 W: 2 lbs. Dmg: (1d8+3) + MD Rng: 1 APS: 4 T: 5 B: N/A 


Hatchet 

Value: 55 

This hand axe is excellent for making kindling or chopping limbs off trees, critters, 
etc. 

Min. ST: 3 W: 3 lbs. Dmg: (1d8+3) + MD Rng: 1 AP S: 4 T: 5 B: N/A 


Axe 

Value: 200 

This weapon is the basic, doublebladed firefighter tool. Made of plain steel or 
sometimes with titanium alloy, it's great for breaking down wooden doors or 
sinking into the closest enemy. 

Min. ST: 4 W: 7 Ibs. Dmg: (1d8+5) + MD Rng: 2 AP S: 4 T: 5 B: N/A 


Wrench 

Value: 65 

This is probably far more useful for repairing things. Wrenches are pieces of solid 
metal that can double as clubs. Wrenches that are effective in combat are 
anywhere from 40 to 80 cm in length. 

Min. ST: 3 W: 4 lbs. Dmg: (1d4+2) + MD Rng: 1 APS: 4 T: 5 B: N/A 


Shovel 

Value: 50 

This heavy, bladed utility is mostly used to dig with... But affords an effective 
weapon too. 

Min. ST: 5 W: 8 lbs. Dmg: (1d6+2) + MD Rng: 2 AP S: 4 T: 5 B: N/A 


Crowbar 

Value: 65 

A very solid and heavy piece of metal specially designed to exert leverage - or 
pound heads. Crowbars are fashioned from a piece of solid metal, twisted so that 
the user can exert force on an object and pry it upwards. They are usually about 35 
cm in length. 

Min. ST: 5 W: 5 Ibs. Dmg: (1d8+2) + MD Rng: 1 AP S: AT: 5 B: N/A 


Claw Hammer 

Value: 60 

Either way you use this tool, it’s bound to cause some pain and damage. Also 
useful for more constructive, non-combative purposes. 

Min. ST: 2 W: 4 lbs. Dmg: (1d8+2) + MD Rng: 1 AP S: 4 T: 5 B: N/A 


Sledgehammer 

Value: 120 

A large hammer with big handle designed to crumble bones and damage vital 
organs. Very popular with the muscular crowd. Sledgehammers require two hands 
to use properly. 

Min. ST: 6 W: 12 lbs. Dmg: (1d6+3) + MD Rng: 2 AP S: 4 (5) T: 5 (6) B: N/A 


Louisville Slugger 

Value: 2700 

This all-American, hardwood baseball bat will knock anything right out of the park. 
A true classic. Don’t settle for aluminum ripoffs. Rarely found made of steel or 
another metal alloy. 

Min. ST: 4 W: 4 lbs. Dmg: (2d10+10) + MD Rng: 1 AP S: 3 T: 4 B: N/A 


Super Sledgehammer 

Value: 3750 

The Super Sledgehammer is manufactured exclusively by the Brotherhood of Steel 
using the finest weapons technology available. At first glance, this nifty little tool is 
indistinguishable from a regular sledgehammer, except for the small bundle of 
machinery at the base of the head. It includes a kinetic energy storage device to 
increase knock back. The Super Sledge is a two-handed weapon. 

Min. ST: 5 W: 12 lbs Dmg: (2d10+16 or 6d4+12) + MD Rng: 2 AP S: 3 (4) T: 4 (5) 


B: N/A 


Hand-held Taser 

Value: 500 

These items were quite common before the great war. They were used by 
individuals to defend themselves when travelling through bad neighborhoods, dark 
city streets and even in their own homes. Victims hit with one of these weapons 
has a 25% chance of going unconscious. 

Min. ST: 4 W: 8 lbs. Dmg: (1d12+8) + MD Rng: 1 AP: S: 3 T: 4 B: N/A 


Cattle Prod 

Value: 600 

Since this weapon is designed to knock a cow unconscious, imagine what it can do 
to a human. The cattle prod looks a little like an overgrown tuning fork, except that 
an arc of electricity passes between the prongs on the end whenever the user 
presses the button. Any biological critter hit with a cattle prod has a 50% chance of 
being knocked unconscious. Each time an attack is made, successful or not, the 
Prod uses a charge. The Cattle Prod holds 20 charges of Small Energy Cell. 

Min. ST: 4 W: 3 lbs. Dmg: (4d3+8) + MD Rng: 1 AP S: AT: 5 B: N/A 


Super Cattle Prod 

Value: 1000 

An upgraded cattle prod. Any biological critter hit with this tool has a 75% chance 
of being knocked unconscious. The Super Cattle Prod requires two hands to use. 
Every time an attack is made, regardless of the attack’s success, the Super Prod 
uses one charge. This weapon holds 20 charges of Small Energy Cell. 

Min. ST: 4 W: 3 lbs Dmg: (4d4+16) + MD Rng: 1 AP S: 4 T: 5 B: N/A 


Throwing Skill Weapons 

These are weapons that the user chucks with good old-fashioned muscle power. AP 
numbers reflect necessary action points when throwing the weapon. Note that 
grenades and other thrown explosives cannot be targeted. 


Primitive Weapons 
This sub-group of weapons includes the basic rock and the bola. 


Rock 

Value: N/A 

Your basic, run of the mill rock. There are only several trillion of them lying around 
the wastes. 

Min. ST: 1 W: 1 lb. Dmg: 1d4 + MD Rng: 10 AP S: 4 T: 5 B: N/A 


Bola 

Value: 50 

Originally designed by native peoples in Europe and the Americas, a bola is a rope 
with two or weighted objects tied to the ends. One uses a bola by swinging it over 
their head and tossing it at the target; if successful, the bola will wrap around the 
target, knocking it off its feet and rendering it immobile. Bolas do not actually do 
damage, but are a favorite weapon of slavers who do not wish their goods harmed. 
Anything hit with a bola is automatically knocked down and immobile until freed; a 


successful roll against Strength allows the target to break out. 
Min ST: 4 W: 5 lbs. Dmg: N/A Rng: 30 S: 5 T: N/A B: N/A 


Standard Missile Weapons 
These weapons are a bit more civilized than the other thrown weapons above. 


Throwing Stars 

Value: 50 

These small, sharp bladed weapons are used primarily by Yakuza as assassination 
tools. An enterprising individual could coat them with poison to make them more 
efficient. 

Min. ST: 1 W: 1 lb. Dmg: (1d3+2) + MD Rng: 15 AP S: 4 T: 5 B: N/A 


Throwing Knife 

Value: 100 

A knife specifically designed for throwing. It has a hole cut out of the middle of it 
to make it hurt more when removed from flesh. 

Min. ST: 3 W: 1 lb. Dmg: (1d4+2) + MD Rng: ST*2 AP S: 5 T: 6 B: N/A 


Spear 

Value: 80 

Your basic polearm. A wooden pole with a sharpened piece of metal on the end. 
See also Melee Weapons. Spears are simple weapons to construct, being a long (2 
meter) wooden pole with some kind of metal or stone head tied to one end. 

Min. ST: 4 W: 4 Ibs. Dmg: (1d8+2) + MD Rng: 8 AP S: 6 T: 7 B: N/A 


Sharpened Spear 

Value: 100 

A razor tipped polearm. The shaft is wooden, and the tip is sharpened steel. 
Min. ST: 4 W: 4 Ibs. Dmg: (1d10+3) + MD Rng: 8 AP S: 6 T: 7 B: N/A 


Grenade Weapons 
This group of thrown weapons includes the molotov cocktail and many different 
kinds of grenades. 


Molotov Cocktail 

Value: 50 

This is a home-made flammable grenade. A molotov cocktail is a bottle full of 
gasoline, oil, or some other flammable substance, with an oilsoaked rag as a fuse. 
Anything within a hex from the target hit with a molotov cocktail is subject to half 
damage for being within the splash radius. Anything covered in the burning fluids 
is subject to half damage, and then a quarter damage, for the two rounds after 
taking the initial damage. You have to light a molotov cocktail with a fire source 
before you toss it. A few variants of the molotov cocktail involve the use of acid or 
contact toxins. 

Min. ST: 3 W: 1 lb. Dmg: 4d4+4 Rng: 12 AP S: 5 T: N/A B: N/A 


Fragmentation Grenade 
Value: 150 
A small explosive device that one throws and then explodes at the base of a target. 


Frag grenades are designed to shatter upon impact, peppering anything nearby 
with small fragments of metal. Anything in a hex adjacent to the grenade’s point of 
explosion is subject to full damage. Anything within two hexes of the explosion 
suffers half damage, and anything within a hex after that is subject to 1d6 
fragmentation and 1d6 concussion damage. 

Min. ST: 3 W: 1 lb. Dmg: 5d4+15 Rng: 15 AP S: 4 T: N/A B: N/A 


Plasma Grenade 

Value: 300 

When the plasma grenade explodes, it causes a large amount of superheated 
plasma to be discharged into the surrounding area. Anything within two hexes 
adjacent to the grenade’s point of explosion is subject to full damage from the 
plasma. Anything within two hexes after that is subject to half damage. 

Min. ST: 4 W: 1 lb. Dmg: 10d6+30 Rng: 15 AP S: 4 T: N/A B: N/A 


Pulse Grenade 

Value: 250 

This grenade emits an electromagnetic burst that heavily damages electronic 
equipment. Useful against tanks, robots, computers, etc. Any non-biological 
critters within 5 hexes of the explosion are effected by the blast. 

Min. ST: 4 W: 1 lb. Dmg: 10d6+90 Rng: 15 AP S: 4 T: N/A B: N/A 


Incendiary Grenade 

Value: 200 

Essentially an improved Molotov cocktail, the incendiary grenade combines the 
explosive effects of a frag grenade with burning phosphorus. Which means victims 
are subject to sustained fire damage. Ouch. Anything within four hexes adjacent to 
the point of explosion is subject to full damage, and anything within 2 hexes after 
that suffers half damage. The explosion from this ingenius device causes 
everything within the blast radius to be covered with burning phosphorus, which 
continues taking half the initial damage taken for at least another five rounds. 
Another variant of this grenade involves Type D Acid rather than incendiary 
materials. 

Min. ST: 4 W: 1 lbs. Dmg: 5d6+20 Rng: 15 AP S: 4 T: N/A B: N/A 


Flash Grenade 

Value: 100 

The flash grenade, known as the “flashbang” among counter-terrorist units, 
doesn’t explode like a normal grenade but instead emits a bright flash of light. 
Anyone facing a flash grenade who doesn’t know to look away will suffer blindness 
for 1d10 rounds after it explodes. Anything within two hexes is also subject to 1d6 
of concussion damage. 

Min. ST: 4 W: 1 Dmg: Special Rng: 15 AP S: 4 T: N/A B: N/A 


Smoke Grenade 

Value: 100 

The smoke grenade doesn’t actually explode, but a chemical reaction causes a 
cloud of smoke to be released in a radius of 5 hexes from the grenade’s detonation 
point. The smoke causes choking, coughing and blindness for 1d10 rounds to any 
biological critter within it. 


Min. ST: 4 W: 1 lb. Dmg: Special Rng: 15 AP S: 4 T: N/A B: N/A 


Gas Grenade 

Value: 100 

This grenade doesn’t actually explode, but releases a cloud of gas in a radius of 6 
hexes from the point of detonation. Anything within two hexes is also subject to 
1d6 of concussion damage. 

Min. ST: 4 W: 1 lb. Dmg: Varies Rng: 15 AP S: 4 T: N/T B: N/A 


Small Guns Skill Weapons 


Miscellaneous Missile Weapons 

This sub-group of weapons are quite primitive in nature, and mostly includes bows 
and the like. One of the oldest ranged weapons is the bow. The bow family of 
weapons is very popular in a world where they are easy to make and are better 
than a knife or sharpened stick. Bows all require two hands to use. All kinds of 
primitive missile weapons are popular among tribals, as they are far easier to 
construct and maintain than pre-war firearms. 


Blowgun 

Value: 25 

A blowgun is a hollow tube that the user blows a strong burst of air through, 
launching a small, feathered dart at an enemy. Made from sturdy, hollow materials. 
The darts that a blowgun fires can be coated with poisons. A practical weapon for 
assassinations. 

Single shot only. A blowgun holds 1 blowgun dart. 

Min. ST: 1 W: 1 lb. Dmg: +1 Rng: 10 AP A: 4 T: 5 B: N/A 


Wooden Bow 

Value: 75 

These weapons are some of the most basic ranged weapons available. 
Single shot only. Bows can be fitted with, and fire, one arrow. 

Min. ST: 5 W: 2 lbs. Dmg: +1 Rng: 15 AP S: 5 T: 6 B: N/A 


Wooden Crossbow 

Value: 100 

Crossbows were very popular hunting weapons before the war and can shoot 
projectiles much farther, and with a far greater degree of accuracy, than a bow. 
Single shot only. Crossbows fire one bolt. 

Min. ST: 4 W: 10 lbs. Dmg: +3 Rng: 20 AP S: 5 T: 6 B: N/A 


Hand Crossbow 

Value: 150 

Hand Crossbows were often constructed of steel or other metal alloys, and were 
highly prized for their concealability. These small, unique weapons were extremely 
rare even before the Great War. Wrist variants of these weapons exist. 

Single shot only. Hand Crossbows fire one bolt. 

Min. ST: 3 W: 4 lbs. Dmg: +2 Rng: 15 AP S: 4 T: 5 B: N/A 


Composite Hunting Bow 


Value: 200 

These pre-war relics can be found in various parts of the wasteland. These bows 
were constructed from carbon compounds, which added accuracy and distance. 
Single shot only. Composite hunting bows can be fitted with one, maybe two 
arrows. 

Min. ST: 5 W: 8 Ibs. Dmg: +3 Rng: 20 AP S: 5 T: 6 B: (6) 


Composite Hunting Crossbow 

Value: 250 

These were rare before the war, and are even harder to find now. The composite 
hunting crossbow works on the same basic principles composite bows do, but have 
a much greater accuracy and distance. These weapons sometimes, though rarely, 
are made to fire more than one bolt at a time. 

Single shot, usually. Most composite crossbows fire a single bolt, but some fire 
multiple bolts. 

Min. ST: 4 W: 12 lbs. Dmg: +5 Rng: 25 AP S: 5 T: 6 B: (6) 


Pistols 
The smallest of the Small Arms weapons, pistols are generally hand-held, low 
damage weapons. 


Handmade Pistol 

Value: 275 

The handmade pistol is a single shot pistol crafted from spare parts. These guns 
are rather unreliable and shoot almost any kind of handgun ammunition. They have 
a short range, and are prone to jamming and breaking easily. Depending on the 
gun, they take a variety of ammunition. 

Single shot only. The chamber holds 1 shot of ammunition. 

Min. ST: 3 W: 5 lbs. Dmg: +4 Rng: 15 AP S: 5 T: 6 B: N/A 


9mm Mauser 

Value: 1500 

The Mauser can be considered the favorite handgun of outlaws and gangster 
bosses. This weapon does not use the traditional 9mm ammunition, but instead 
fires nasty 9mm balls. 

Single shot only. The magazine holds 7 shots of 9mm Ball ammunition. 

Min. ST: 3 W: 3 lbs Dmg: +4 Rng: 22 AP S: 4 T: 5 B: N/A 


Standard 9mm Pistol 

Value: 250 

An autoloading pistol, each pull of the trigger will automatically reload the firearm 
until the magazine is empty. Many different varieties and types of 9mm pistols are 
available. The 9mm is considered one of the simplest and most inexpensive 
semiautomatic handguns available. 

Single shot only. The clip usually holds 12 shots of 9mm ammunition. 

Min. ST: 3 W: 3 lbs. Dmg: +4 Rng: 25 AP S: 5 T: 6 B: N/A 


Browning HP Pistol 
Value: 275 
The Belgian-made Browning high-powered pistol became a popular handgun in 


North America in the early part of the 21st century. They were widely available in 
older weapon collections before the war. 

Single shot only. The Browning HP uses 9mm ammunition, and the clip holds 12 
rounds. 

Min. ST: 4 W: 6 lbs. Dmg: +7 Rng: 20 AP S: 4 T: 5 B: N/A 


Walther PPK 

Value: 400 

The weapon of a true spy. The Walther PPK (Polizei Pistolen Kriminal) was 
originally made for plainclothes and undercover police officers. It is the favorite 
weapon of spies. The PPK is most effective with a silencer. This handgun takes .32 
ACP or the equally the rare .380 ACP ammo. 

Single shot only. The magazine holds 9 shots of ammunition. 

Min. ST: 2 W: 4 lbs. Dmg: +9 Rng: 20 AP S: AT: 5 B: N/A 


.38 Special Snubnose Revolver 

Value: 375 

The .38 Special was the longtime favorite of police forces until the advent of newer 
automatic weapons. It has existed in one form or another since the early 20th 
century, and although different companies manufactured it, the .38 Special is one 
of the most universal guns available. The short barrel length makes it ineffective 
except for very close range combat. 

Single shot only. The revolver chamber holds six shots of .38 caliber ammunition. 
Min. ST: 3 W: 4 lbs. Dmg: +7 Rng: 10 AP S: 4 T: 5 B: N/A 


.357 Magnum Revolver 

Value: 450 

Although not as powerful as its big brother, the .357 sports a longer barrel and is 
therefore more accurate at longer ranges. One of the oldest revolvers, Smith and 
Wesson made the first .357 Magnums in the late 1800s, although the name 
“Magnum” (Latin for “Big”) was around for at least 10 years before. 

Single shot only. The revolver chamber holds 6 shots of .357 caliber Magnum 
ammunition. 

Min. ST: 5 W: 6 lbs Dmg: +8 Rng: 19 AP S: 4 T: 5 B: N/A 


.44 Magnum Revolver 

Value: 600 

The revolver was fairly common before the war, and came in several different 
styles. This caliber handgun was one of the most powerful available before the 
Great War. If available, gunsmiths or enthusiasts can attach a speed loader to any 
revolver for a reasonable fee. 

Single shot only. The revolver chamber holds 6 shots of .44 caliber Magnum 
ammunition. 

Min. ST: 5 W: 5 Ibs. Dmg: +11 Rng: 15 AP S: 4 T: 5 B: N/A 


Colt .45 Pistol 

Value: 425 

The Colt M1911A1 was a popular military sidearm before the War. Not a unique 
pistol, but a powerful one. The M1911A1 is the standard-issue Desert Ranger 
weapon, and found quite frequentlye across the wasteland. 


Single shot only. The clip holds 7 shots of .45 caliber ammunition. 
Min. ST: 3 W: 4 lbs. Dmg: +12 Rng: 17 AP S: 5 T: 6 B: N/A 


Desert Eagle 

Value: 800 

The Israeli-made Desert Eagle pistol became popular near the end of the 20th 
Century, due largely to its portrayal in movies of the time. Plus, it looks really cool 
when your character plugs someone with it gangsta' style. This weapon comes in 
several different calibers. 

Single shot only. The clip typically holds 8 shots of ammunition. 

Min. ST: 5 W: 9 lbs. Dmg: +10 Rng: 19 AP S: 5 T: 6 B: N/A 


14mm Pistol 

Value: 1100 

The Sig-Sauer 14mm automatic pistol fires the large 14mm slug. These pistols are 
known for their excellent craftsmanship, although ammo is fairly scarce. 

Single shot only. The magazine holds 6 shots of 14mm ammunition. 

Min. ST: 5 W: 10 lbs. Dmg: +10 Rng: 24 AP S: 5 T: 6 B: N/A 


Needler Pistol 

Value: 2200 

One of the most interesting pieces of prewar tech, the Needler pistol actually fires 
small hypodermic needles into the target, which inject a serum that causes a 
severe reaction in the surrounding skin. Of course, there may very well be slugs 
that inject all sorts of other nasty things out there. 

Single shot only. The chamber holds 10 shots of HN Needler ammunition. 

Min. ST: 3 W: 4 lbs. Dmg: +12 Rng: 24 AP S: 4 T: 5 B: N/A 


.223 Pistol 

Value: 3500 

These pistols were usually modified from .223 rifles and made into powerful 
handguns. They are rather unique weapons whether they began their days as a 
rifle or not. 

Single shot only. The magazine holds 5 shots of .223 caliber ammunition. 

Min. ST: 5 W: 5 lbs. Dmg: +20 Rng: 30 AP S: 5 T: 6 B: N/A 


PPK-12 Gauss Pistol 

Value: 5250 

Praised for its range and stopping power, the PPK-12 Gauss Pistol is of German 
design. This "Lil' Railgun" uses an electromagnetic field to propel slugs at 
tremendous speed and power through a target, any armor, and just about 
everything else. The PPK-12 looks like a normal automatic pistol, except for the 
unusual electromagnetic fins along the barrel. When fired, the Gauss Pistol leaves 
an unmistakable spiral trail of ionized particles through the air. 

Single shot only. The magazine holds 12 shots of 2mm EC. 

Min. ST: 4 W: 5 Dmg: +22 Rng: 50 AP S: 4 T: 5 B: N/A 


Rifles 
Rifles are two-handed weapons designed to hit targets at long distances. Rifles are 
usually fired from the shoulder, with the shooter looking down the barrel to aim. 


BB Gun 

Value: 150 

An air-powered gun that shoots little round balls. Good for scaring off the 
neighbor’s cat. 

Single shot only. The chamber holds 100 BBs. Some models can fire pellets as well. 
Min ST: 1 W: 5 lbs Dmg: +0 Rng: 22 AP S: 5 T: 6 B: N/A 


Pipe Rifle 

Value: 200 

A handmade rifle, crafted from miscellaneous firearm parts and a long piece of 
pipe. These simple weapons have been found to take several different types of 
ammo. 

Single shot only. The chamber only holds one bullet, unfortunately. 

Min. ST: 5 W: 10 lbs Dmg: +6 Rng: 20 AP S: 5 T: 6 B: N/A 


Spear Gun 

Value: 1400 

Before the war, these strange guns were used to hunt for fish and other game. 
Because the mechanism relies only on tension to operate, and the special spears 
fired from these weapons are relatively easy to make, they are very popular in 
lower-technology areas. 

Single shot only. The spear gun holds 1 spear bolt. 

Min. ST: 4 W: 10 lbs. Dmg: +2 Rng: 15 AP S: 5 T: 6 B: N/A 


Red Ryder LE BB Gun 

Value: 3500 

The ultimate name in BB guns, there are only a few Red Ryders left in existence. 
Rumor has it that Red Ryder himself protects children armed with this gun. Of 
course, that could just be a myth. 

Single shot only. The chamber holds 100 little stinging BBs. 

Min. ST: 4 W: 5 lbs Dmg: +24 Rng: 32 AP S: 4 T: 5 B: N/A 


Hunting Rifle 

Value: 1000 

A semi-automatic rifle in various calibers. Designed for hunting cows and cute, 
furry bunnies. 

Single shot only. The magazine holds 10 shots of .223 or .308 caliber ammunition. 
Min. ST: 5 W: 9 lbs Dmg: +8 Rng: 40 AP S: 5 T: 6 B: N/A 


DKS-501 Sniper Rifle 

Value: 2200 

An excellent long-range projectile weapon, and one of the first all-metal sniper 
rifles. These firearms come standard in .308 caliber, although they can be 
rechambered to accommodate the more common .223 ammunition. The DKS-501 
already comes equipped with a basic scope (see Weapon Enhancements) and can 
be fitted with higher-powered or night-vision variants, if available. 

Single shot only. The magazine holds 6 shots of .223 caliber ammunition. 

Min. ST: 5 W: 8 lbs Dmg: +14 Rng: 50 AP S: 6 T: 6 B: N/A 


M72 Gauss Rifle 

Value: 8250 

The M72 Gauss Rifle comes from the laboratories of old Germany. The range, 
accuracy and stopping power of this weapon is almost unparalleled. When fired, 
there is a telltale spiral trail visible for a couple seconds afterward. This rifle has 
magnetic coils that create an electromagnetic field to propel ammunition along at 
extremely high velocities, allowing shots fired to travel great distances and have 
high penetration capabilities. The energy for the coil-system is generated from 
Micro Fusion Cells or sometimes with a corded recharging system. The 2mm EC 
ammunition is slightly rare. This weapon is found, though rarely, in areas of 
advanced technology. 

Single shot only. The magazine holds 20 shots of 2mm EC ammunition. 

Min ST: 6 W: 10 lbs Dmg: +32 Rng: 50 (150) AP S: 5 T: 6 B: N/A 


Shotguns 

Shotguns use guaged ammunition and usually fire buckshot as opposed to a single 
bullet. They hurt a lot. They look a bit like rifles, and often take two hands to fire 
correctly. Shotguns fire different varieties of ammunition. The most common is 
buckshot, which is a shell full of little metal balls that begin to spread apart in 
flight. Slugs are another type, designed for hitting things at longer ranges. 
Although shotguns can be fired with one hand, they are usually two-handed 
weapons. Note that using slug ammunition in a shotgun increases the range by 5 
hexes. 


Winchester 12-Guage Shotgun 

Value: 800 

The Winchester Widowmaker doublebarreled shotgun. Has a short barrel with a 
mahogany grip. Considering these were mass-produced and sold at discount stores 
all over the United States before the war, they are quite common. 

Single or double shot. The chamber holds 2 rounds of 12-gauge ammunition. 

Min ST: 4 W: 5 Dmg: +12 Rng: 14 AP S: 5 T: 6 B: N/A 


Winchester Sawed-Off Shotgun 

Value: 800 

A sawed off version of the Widowmaker. Not exactly designed for sniping, but will 
turn someone to ground round at short range. 

Single or double shot. The chamber holds 2 rounds of 12-guage ammunition. 

Min. ST: 4 W: 4 Dmg: +14 Rng: 7 AP S: 5 T: 6 B: N/A 


Pump-Action Shotgun 

Value: 800 

One of dozens of shotguns that were common the world over before the war, a 
pump-action shotgun is a single-shot, semiautomatic weapon where the next shell 
is loaded into the chamber by pumping a mechanism along the bottom of the 
barrel. Many makes and models exist. 

Single shot only. The pump-action holds 4 rounds of 12-guage ammunition. 

Min. ST:4 W: 4 Dmg: +12 Rng: 15 AP S: 5 T: N/A B: N/A 


Combat Shotgun 
Value: 2750 


The 12-guage Combat Shotgun with a bullpup variant. Combat shotguns are all- 
metal weapons designed to deliver the stopping power of a shotgun without the 
inconvenience of having to reload every two shots. These include the Desert 
Warfare environmental sealant modification for extra durability. Combat shotguns 
were common in almost every army and police force before the war. 

This weapon has a pump-action mechanism allowing it to fire single shots or up to 
a 3 shot burst. The magazine holds 12 rounds of 12-guage shotgun shells. 

Min. ST: 5 W: 10 lbs. Dmg: +15 Rng: 22 AP S: 5 T: 6 B: 6 


H&K CAWS 

Value: 4750 

The CAWS, short for Close Assault Weapons System, is a useful tool for short-range 
combat. An improvement over the Winchester Combat Shotgun, the CAWS’ bullpup 
layout gives the weapon a short, easily handleable length while still retaining 
enough barrel length for its high velocity shells. 

This fires single shots and a 5 shot burst. The magazine holds 10 12-guage shotgun 
shells. 

Min. ST: 6 W: 5 Ibs. Dmg: +15 Rng: 30 (20) AP S: 5 T: 6 B: 6 


Pancor Jackhammer 

Value: 5500 

The Jackhammer, despite its name, is an easy to control shotgun, even when fired 
on full automatic. The popular bullpup design, which places the magazine behind 
the trigger, makes the weapon well balanced and easy to control. Fires single shots 
or up to a 5 shot burst. The magazine holds 10 12-guage shotgun shells. 

Min. ST: 5 W: 12 lbs. Dmg: +17 Rng: 35 (25) AP S: 5 T: 6 B: 6 


Submachine Guns 

SMGs can fire single shots as well as bursts of bullets. Submachine guns were 
designed to put the stopping and suppressive power of early machine guns like the 
Gatling gun into the hands of infantry soldiers. Used as early as late World War I, 
submachine guns soon changed the face or warfare in the 20th century. Happily, 
most submachine guns are small enough to use as one-handed weapons. 


Scorpio VZ61 Machine Pistol 

Value: 1100 

Although relatively ineffectual as a sub machinegun, the Scorpio VZ61 nonetheless 
enjoys a place among assassins and gangsters who find that its small size and 
concealability makes up for its lack of power, range, and magazine. 

Fires single shot or a 5-round burst. The magazine holds 15 shots of 9mm 
ammunition. 

Min. ST: 5 W: 6 Ibs. Dmg: +1 Rng: 15 (10) AP S: 5 T: 6 B: 6 


Thompson M1928 SMG 

Value: 1200 

The Tommy Gun SMG is a sinister looking weapon. When your character holds this 
gun, he or she experiences a strange sensation to wear a fedora hat and crack his 
or her knuckles. Originally designed by General John Thompson after the first 
World War, the Tommy Gun became the staple of law enforcement officers as well 
as organized crime and the IRA. This Thompson model fires uncommon .45 caliber 


ammunition from a drum under the barrel. variants of this weapon come with 
either long clips or ammo drums. Note that the Thompson M1928 must be used 
two-handed. 

Fires single shot or 10 shot bursts. The ammunition drum holds 50 shots of .45 
caliber ammunition. 

Min. ST: 6 W: 7 Ibs Dmg: +1 Rng: 32 (16) AP S: 5 T: 6 B: 6 


H&K MP-5 

Value: 900 

The MP-5 fires from a closed bolt action and is more accurate at single shots, 
tending to overheat in fully automatic fire. This is the most common SMG around. 
This fires a single shot or a up to a 5 shot burst. The magazine holds 30 shots of 
9mm ammunition. 

Min. ST: 5 W: 5 Ibs. Dmg: +4 Rng: 25 (20) AP S: 5 T: 6 B: 6 


H&K MP-9 9mm SMG 

Value: 1000 

An inexpensive variant on the classic MP-5, this weapon is considered to be one of 
the finest medium-sized submachine guns in the world. This weapon is easy to 
control, and spews 9mm death like no other firearm in it’s size category. Due to 
this it is highly popular among people requiring a powerful, but compact, source of 
firepower with low maintenance requirements. 

This fires a single shot or up to a 10 shot burst. The clip holds 30 rounds of 9mm 
ammunition. 

Min ST: 5 W: 5 lbs. Dmg: +5 Rng: 25 (20) AP S: 5 T: 6 B: 6 


Intratec TEC-9 

Value: 1200 

The Intratec TEC-9 is a blowback-operated, semi-automatic 9mm firearm. It is 
made of inexpensive molded polymer and stamped steel parts. Magazines holding 
ten, twenty, and upwards of 50 round capacities are available. From its 
submachine gun heritage, the original TEC-9 model (the KG-9) featured an open 
bolt design. 

This fires a single shot or up to a 10 shot burst. The clip holds 30 rounds of 9mm 
ammunition. 

Min ST: 5 W: 5 lbs. Dmg: +5 Rng: 30 (25) AP S: 5 T: 6 B: 6 


Steyr AUG 

Value: 1900 

The Austrian-made AUG (Army Universal Gun) was one of the most widely used 
submachine guns before the War. They were designed as a family of rifles that 
could be quickly adapted to a wide variety of roles. The lightweight, portable, 
bullpup design and large clip made it extremely popular among armed forces, law 
enforcement, and criminals alike. 

The AUG fires a single shot or a 10 shot burst, and the clip holds 40 shots of 5.56 
ammo. 

Min. ST: 5 W: 7 Ibs. Dmg: +8 Rng: 40 AP S: 5 T: 6 B: 6 


Hudson M3A1 Grease Gun SMG 
Value: 1750 


The M3A1 filled National Guard armories after the Army replaced it with newer 
weapons. An old submachine gun, one of the variants on the MAC-10, Grease Guns 
got their name from the large amount of oil it took to maintain them. They are not 
uncommon in the post-war world, largely because there were armories full of them 
all over the United States, and most weapons storage facilities that housed them 
often had more modern weapons available nearby. 

This fires a single shot or up to a 10 shot burst. The clip holds 30 shots of .45 
caliber ammunition. 

Min. ST: 4 W: 7 lbs Dmg: +10 Rng: 20 (15) AP S:4 T: 5 B: 5 


FN P90 (c) 

Value: 2500 

The Fabrique Nationale P90 and P90c SMGs were just coming into use at the time 
of the War. The weapon's bullpup layout and compact design make it easy to 
control. This durable weapon is highly prized for its reliability and high firepower 
in a ruggedly compact package. 

This fires single shots or up to a 10 shot burst. The magazine holds 50-rounds of 
5.7mm ammo. 

Min. ST: 4 W: 8 lbs Dmg: +12 Rng: 30 (25) AP S:4T: 5 B: 5 


Assault Rifles 

Assault rifles are smaller machine guns designed to put the portability of a 
submachine gun and the range of a rifle into one neat package. These weapons 
come in many different varieties. Assault rifles are all two-handed weapons. 


AK-47 Assault Rifle 

Value: 1200 

The older rifle in the AK line, the AK-47 is possibly the most famous, most reliable, 
and best-built assault rifle ever. Originally used by the Soviets and their Warsaw 
Pact allies, the AK-47 was copied by manufacturers in almost every country on 
earth. These duplicates were often of inferior quality, however, and it is 
recommended that the discriminating shooter only use a Soviet model. 

This fires single shots or a 10 shot burst. The magazine holds 30 rounds of 7.62mm 
ammunition. 

Min. ST: 5 W: 9 Ibs. Dmg: +7 Rng: 45 (40) AP S: 5 T: 6 B: 6 


AK-74 Assault Rifle 

Value: 1500 

The AK-74 was a very common weapon in the late 20th Century and early 21st 
Century. Most terrorist organizations before the Great War owned one version or 
another of these firearms. 

This fires a single shot or a 10 shot burst. The magazine holds 30 shots of 5.56mm 
ammunition. 

Min. ST: 5 W: 11 lbs. Dmg: +7 Rng: 45 (40) AP S: 5 T: 6 B: 6 


AK-112 Assault Rifle 

Value: 1300 

An old military model out of use around the time of the war but found in museums 
and private weapon collections, these relics were quite dependable rifles in their 
time. 


This fires single shots or a 12 shot burst. The magazine holds 24 shots of 5.56mm 
ammunition. 
Min. ST: 5 W: 7 Ibs. Dmg: +8 Rng: 45 (35) AP S: 5 T: 6 B: 6 


FN FAL 

Value: 1500 

The Fusil Automatique Leger (FAL) or Light Automatic Rifle (LAR) manufactured 
by Fabrique National has been more widely used by armed forces than any other 
rifle in history. It is a reliable weapon for any terrain or situation, and its fine 
construction of only the best materials ensures a working weapon every time. 
Though originally designed to fire 7.92mm ammunition, the standard FN FAL came 
chambered for 7.62mm ammunition (though some variants were 5.56mm caliber.) 
This fires a single shot or up to a 10 shot burst. The magazine holds 20 shots of 
ammunition. 

Min. ST: 5 W: 9 Ibs. Dmg: +8 Rng: 35 (30) AP S: 5 T: 6 B: 6 


Famas G2 

Value: 2100 

The Famas G2 is a small assault rifle, and was quite popular with police and guard 
forces before the Great War. Most of the United States Armed Forces also used this 
reliable weapon in quick assault missions and tactical military operations. The 
Famas G2 often came in bull-pup design, had a layer-delayed blowback action and 
allowed ambidexterous use. 

This fires a single shot or a 10 shot burst. The magazine holds 30 shots of 5.56mm 
ammuntition. 

Min. ST: 5 W: 8 lbs. Dmg: +9 Rng: 24 AP S: 5 T: 6 B: 6 


Sage M14 

Value: 1000 

The first assault rifle issued to the United States Armed Forces before the Second 
World War, the M14 was the predecessor to the legendary M16. Featuring a 
smaller magazine and slower rate of fire, the M14 was still popular among 
collectors and homeowners before the War because of its wide availability and low 
price. 

This fires a single shot or a 6 shot burst. The magazine holds 20 rounds of 7.62mm 
ammunition. 

Min. ST: 6 W: 14 Ibs. Dmg: +9 Rng: 35 AP S: 6 T: 7 B: 7 


Sage M16A2 

Value: 1700 

An oldie but goodie, the M16A2 is a modified version of a gun used in Vietnamera 
America. Its value mainly comes from its rarity. 

This can fire a single shot or a 6 shot burst. The magazine holds 18 shots of 
5.56mm ammunition. 

Min. ST: 6 W: 16 lbs. Dmg: +10 Rng: 40 AP S: 6 T: 7 B: 7 


Colt M4 Carbine 

Value: 2100 

Colt M4 Carbine is a versatile weapon system with proven combat utility and 
performance providing the operator with the confidence required to accomplish 


any mission. The M4 Carbine is an extremely accurate and effective weapon under 
all practical field applications. It is a favorite with both first line infantry operations 
as well as special forces, unit commanders and vehicle crews. 

This fires single shot or a 10 shot burst. The magazine holds 30 shots of 5.56mm 
ammunition. 

Min. ST: 5 W: 9 Ibs. Dmg: +9 Rng: 45 (40) AP S: 5 T: 6 B: 6 


Enfield XL70E3 

Value: 3000 

This was an experimental weapon before the war, and is pretty rare. Rumors are 
that it was issued to the Royal Canadian Mounted Police. 

This fires single shots or up to 10 shot bursts. The chamber holds 20 shots of 
5.56mm ammunition. 

Min. ST: 5 W: 9 Ibs. Dmg: +11 Rng: 35 (30) AP S: 5 T: 6 B: 6 


H&K G11 (E) 

Value: 8000 

The H&K G11 and the H&K G11E revolutionized assault weapon design. This gun 
fires a caseless cartridge consisting of a block of propellant with a bullet buried 
inside. The resultant weight and space savings allow this weapon to have a very 
high magazine capacity. 

This weapon can fire single shots or up to a 10 shot burst. The magazine holds a 
block of 50 shots of 4.7mm Caseless ammunition. 

Min. ST: 5 W: 8 Ibs Dmg: +12 Rng: 40 (35) AP S: 5 T: 6 B: 6 


FN SCAR 

Value: 2500 

The FN SCAR (which stands for Fabrique Nationale Spec-Op-Forces Combat 
Assault Rifle) was used primarily by special forces of the U.S. military before the 
Great War. This weapon is available in two calibers, and in versions for short and 
long range combat. The SCAR-L fired lighter 5.56mm ammunition, while the SCAR- 
H fired the heavier 7.62mm ammunition. Both versions came standard with 20 
round magazines. 

This fires single shots or up to a 5 shot burst. The magazine holds 20 shots of 
ammunition. 

Min. ST: 6 W: 13 lbs. Dmg: +13 Rng: 35 AP S: 5 T: 6 B: 6 


Grendel 

Value 3000 

The SPG 6.5 Grendel, or Tactical SPG, is a semi-automatic precision rifle that 
delivers bolt-action accuracy with semi-automatic efficiency. The only downfall was 
the rarity of the ammunition even before the war. There were only a few 
manufacturers of the .264-inch/6.5mm cartridges when this weapon was in 
circulation. This weapon is an ambidexterous version of the AR platform that has 
the long-distance accuracy of a .308 and the mild recoil of a .223. The Grendel 
came standard with rail system, quick-detach scope mount, flip-up iron sights and 
muzzle break/suppressor adapter. 

This weapon fires single shots or a three shot tactical burst. The magazine holds 18 
shots of 6.5mm ammunition. 

Min. ST: 5 W: 10 lbs. Dmg: +14 Rng: 50 AP S: 5 T:6 B: 6 


Big Guns Skill Weapons 
Big guns are just that. They always require two hands and do massive amounts of 
damage. 


Machine Guns 

These are weapons designed to hurl enormous volumes of bullets at a target or 
targets. They all require two hands to use, and many of them need a tripod for any 
degree of accuracy. 


Rheinmetall MG3 

Value: 2600 

Originally developed for use in machinegun nests in World War II where it was 
employed by both Axis and Allied forces, the MG3 is the world’s most popular 
infantry machinegun. Later models were made more portable, but the MG3 is 
nearly uncontrollable if not used on a tripod. 

The MG3 fires 10 shot bursts only. The ammo belt holds 50 shots of 7.62mm 
ammunition. 

Min. ST: 7 W: 30 lbs. Dmg: +4 Rng: 10 (30) AP S: N/A T: N/A B: 6 


Rockwell CZ-53 Minigun 

Value: 3800 

The Rockwell CZ-53 Personal Minigun is a multi-barreled chaingun. 

This weapon fires a 20 shot burst only. The magazine holds 120 shots of 5.56mm 
ammunition. 

Min. ST: 7 W: 28 lbs. Dmg: +5 Rng: 35 (70) AP S: N/A T: N/A B: 6 


Browning M2 Minigun 

Value: 3950 

Originally designed as a tripod-mounted weapon in the last stages of World War I, 
the Browning was later adapted for infantry use as the first true minigun. The fact 
that it uses a belt makes it somewhat awkward, and the weight makes it unwieldy 
if not fired from a stand. These guns were so well made that many were 
serviceable 100 years after manufacture. The M2 was horded by survivalists before 
the War. 

This weapon fires a 20 shot burst only. The ammo belt holds 100 rounds of .50 
ammunition. 

Min. ST: 7 W: 35 lbs. Dmg: +12 Rng: 45 (90) AP S: N/A T: N/A B: 6 


M249 SAW 

Value: 3200 

The Belgian-made M249 Squad Automatic Weapon saw wide use before and during 
the War. The M249 is best used on a tripod in a situation where the gunner can 
strafe bullets over a wide range. 

This weapon fires a 10 shot burst only. The ammo belt holds 50 shots of 5.56mm 
ammunition. 

Min. ST: 6 W: 25 lbs. Dmg: +15 Rng: 15 (30) AP S: N/A T: N/A B: 6 


M60 
Value: 3500 


This relatively light machine gun was prized by militaries around the world for its 
high rate of fire. The reliable, battlefield-proven design was used on vehicles and 
for squad level fire-support. The 7.62mm M-60 saw widespread use with U.S. and 
allied forces during the latter half of the 20th Century as a light machine gun. A 
belt-fed machine gun that is usually mounted on a tripod, the M60 was prized by 
militaries for its high rate of fire. It could also be mounted on vehicles. 

This weapon fires 10 shot bursts only. The ammo belt holds 50 shots of 7.62mm 
ammunition. 

Min. ST: 7 W: 23 lbs. Dmg: +18 Rng: 35 (70) AP S: N/A T: N/A B: 6 


Browning M2HB 

Value: 7500 

The M2HB is perhaps the most powerful infantry weapon available. It uses the 
unique .50 BMG ammunition, which are designed to pierce the armor of tanks and 
to down helicopters. It can only be fired from a tripod because of its extreme 
kickback. The M2HB is not designed to be a mobile weapon. Instead, it is found in 
a semi-permanent machinegun nest or attached to a vehicle. 

The M2HB fires a 20 shot burst only. The ammo belt holds 100 shots of .50 BMG 
ammunition. 

Min. ST: 7 W: 50 lbs. Dmg: +22 Rng: (90) AP S: N/A T: N/A B: 6 


Avenger Minigun 

Value: 5500 

Rockwell designed the Avenger as the replacement for their aging CZ-53 Personal 
Minigun. The Avenger’s design improvements include improved gel-fin cooling and 
chromium-plated barrel-bores. This gives it a greater range and lethality. 

The Avenger fires a 40 shot burst only. The magazine holds 120 shots of 5.56mm 
ammunition. 

Min. ST: 7 W: 28 lbs. Dmg: +9 Rng: 40 (80) AP S: N/A T: N/A B: 6 


Light Support Weapon 

Value: 4750 

This squad-level support weapon has a bullpup design. The bullpup design makes it 
difficult to use while lying down. Because of this it was remanded to National 
Guard units. It, however, earned a reputation as a reliable weapon that packs a lot 
of punch for its size. This weapon gains some accuracy when used with a tripod. 
This is the poor man's Bozar. It uses the same ammo, but does less damage and 
fires less ammo per burst. This can be good though if you want to save ammo. It 
works pretty much the same way as the Bozar otherwise. Use it to save ammo. The 
Light Support Weapon is modeled after the troubled L86A1. 

The LSW fires 10 shot bursts only, and its ammo belt holds 30 shots of .223 
ammunition. 

Min. ST: 6 W: 20 lbs. Dmg: +20 Rng: 40 (60) AP S: N/A T: N/A B: 6 


Bozar 

Value: 5250 

The Bozar is the ultimate refinement of the sniper’s art. Although somewhat finicky 
and prone to jamming if not kept scrupulously clean, the big weapon’s accuracy 
more than makes up for its extra maintenance requirements. 

These weapons fire 15 shot bursts. The magazines holds 30 .223 bullets. 


Min. ST: 6 W: 20 lbs. Dmg: +25 Rng: 35 (70) AP S: N/A T: N/A B: 6 


M3M FN Herstal MG 

Value: 12500 

The M3M is a superb vehicle pintle-mounted piece of weaponry. The main 
differences between the M3M and the M2 BMG is that the M3M uses an open bolt 
system, has an internal recoil spring and a significantly longer barrel life. The only 
downfall to this weapon is the significantly increased reload times compared to the 
M2 BMG. It weapon comes standard with flash suppressor. 

This weapon fires 20 shot burst only. The ammo belt holds 120 shots of .50 caliber 
ammunition. 

Min. ST: 7 W: 55 lbs. Dmg: +29 Rng: (120) AP S: N/A T: N/A B: 6 


Vindicator Minigun 

Value: 15250 

The German Rheinmetal AG Company created the Vindicator, the ultimate minigun. 
The Vindicator throws over 90,000 caseless shells per minute down its six carbon- 
polymer barrels. As the pinnacle of Teutonic engineering skill, it is the ultimate 
hand-held weapon. The only down side of the weapon is the scarceness of the 
ammunition it uses. The Minigun runs on 4.7mm Caseless bullets, which is not 
easily found. The Vindicator can be rechambered by an expert for the much more 
common 7.62mm bullets instead of the 4.7mm caseless bullets. 

This weapon fires a 25 shot burst only. The magazine holds 100 4.7mm caseless 
bullets. 

Min. ST: 7 W: 28 lbs. Dmg: +13 Rng: 30 (60) AP S: N/A T: N/A B: 6 


MEC Gauss Minigun 

Value: 25000 

Developed in secret by the Chinese Army in the last days of the War, the MEC 
Gauss Minigun is an experimental weapon of great destruction. Only the strongest 
soldiers could wield and control this mighty weapon, and it usually did so much 
damage that the Chinese questioned the ethics involved in issuing such a device to 
battlefield troops. The MEC’s shots have the telltale spiral of ionized gas that is the 
trademark of other railguns. 

The MEC fires a 20 round burst only. The magazine holds 120 shots of 2mm EC 
ammunition. 

Min. ST: 10 W: 40 lbs. Dmg: +21 Rng: 40 (120) AP S: N/A T: N/A B: 6 


Grenade Launchers and Mortars 

Grenade launchers sling small explosive rounds at a target. Often, they look a good 
deal like rifles, or even machineguns. Mortars fire explosive ordinance over much 
longer ranges. They are usually just tubes with a firing mechanism attached. 
Mortars aren’t suitable for close-range combat, as they explode over a wide area, 
and are primarily used for longrange (.5 KM or more) combat between squads and 
light vehicles. There are several types of grenades and mortar ordinance available 
to shoot; for more details, see the Ammunition section. Note that grenades and 
mortars cannot be targeted. Ranges for mortars are given in KM, and damage is 
discussed under the different kinds of Ammunition for these devices in that 
section. Grenade launchers and personal mortars take two hands to use. 


M-78 Grenade Pistol 

Value: 1200 

A heavily modified flare gun, the M-78 is the only pistol weapon that can lob 
explosives. 

Single shot only. Literally. The chamber holds 1 40mm grenade. 

Min. ST: 4 W: 5 lbs. Dmg: +5 Rng: 12 AP S: 5 T: N/A B: N/A 


M203 

Value: 1500 

The M203 is a basic grenade launcher, essentially a modified M16A1 rifle fitted 
with a device to sling grenades a short distance. 

Single shot only. The M203 holds 1 40mm grenade. 

Min. ST: 5 W: 6 lbs. Dmg: +15 Rng: 20 AP S: 5 T: N/A B: N/A 


M79 Grenade Rifle 

Value: 2000 

The M79 is one of the two small guns skill grenade launchers. It can be fired with 
one hand, if necessary. 

Single shot only. The M79 holds 1 40mm grenade. 

Min. ST: 5 W: 12 lbs. Dmg: +20 Rng: 20 AP S: 5 T: N/A B: N/A 


Milkor MGL-140 MEI Hyper-Lethal 40mm Combo 

Value: 11500 

The MGL-140 40mm grenade launcher, manufactured by Milkor USA, is 
specifically designed to fire a new family of advanced and, in some cases, hyper- 
lethal LI/LV 40mm munitions. The MGL-140 will fire six rounds of these unique 
munitions. The weapon is a clockwork (spring-driven) revolver multiple-shot 
weapon, intended to significantly increase a small squad's firepower when 
compared to traditional single-shot grenade launchers like the M203. The MGL is 
designed to be simple, rugged and reliable. 

Single shot only. This holds 6 revolver-fed 40mm grenades. 

Min. ST: 6 W: 75 lbs. Dmg: +25 Rng: (120) AP S: 6 T: N/A B: N/A 


AGS-17 Plamya 30mm Grenade Launcher 

Value: 9000 

The KBP Instrument Design Bureau AGS-17 is a tripod or vehicle pintle-mounted 
AGL (Automatic Grenade Launcher) designed to throw 30mm grenades. The AGS- 
17 is of Soviet design and has a small targetting computer. 

Single shot only. The AGS-17 holds 5 30mm grenades in a drum-cannister 
magazine. 

Min. ST: 7 W: 70 lbs. Dmg: +20 Rng: (110) AP S: 6 T: N/A B: N/A 


General Dynamics MK-19 40mm AGL 

Value: 11500 

The MK-19 is akin to the AGS-17. With an onboard computer that helps 
compensate for influencing factors, this weapon is deadly accurate. 
Single shot only. This holds 10 belt-fed 40mm grenades. 

Min. ST: 7 W: 75 lbs. Dmg: +25 Rng: (120) AP S: 6 T: N/A B: N/A 


General Dynamics Armament Striker MK-47 40mm AGL 


Value: 11500 

The MK-47 is another tripod or vehicle pintle-mounted AGL, though much more 
advanced and designed to launch 40mm grenades very accurately over great 
distances. The highly advanced onboard computer helps compensate for wind, 
terrain, and other factors, and the day/night high-definition graphical targetting 
system makes this a top-of-the-line weapon. 

Single shot only. This holds 10 belt-fed 40mm grenades. 

Min. ST: 7 W: 75 lbs. Dmg: +45 Rng: (120) AP S: 6 T: N/A B: N/A 


60mm Portable Mortar 

Value: 4000 

The M2 was widely used by UN forces before the Great War, and is one of the most 
common portable artillery devices. Although it has nowhere near the range of a 
tank or howitzer, its primary use was to bombard infantry with artillery, 
demoralizing them. The M2 60mm mortar was for mobile platoon and company 
level action. It is of the usual mortar pattern, a smoothbore tube on a rectangular 
baseplate, supported by a simple bipod with the elevation and traverse 
mechanisms. The firing pin was fixed in the base cap of the tube, and the bomb 
was fired automatically when it dropped down the barrel. During the late 1920s 
the US Army began examining mortars to act as a light infantry support weapon. It 
can also fire different kinds of chemical warefare, but we know the US would never 
do that. The M2 holds one 60mm mortar, and must be set up on a tripod, on the 
ground (not on the back of a vehicle). 

Min. ST: 5 W: 45 lbs. Dmg: +15 Rng: (150) AP S: 5 T: N/A B: N/A 


81mm Mortar 

Value: 4500 

The M29 is smooth bore, muzzle-loading, high-angle-of-fire weapons used for long- 
range indirect fire support to light infantry, air assault, and airborne units across 
the entire front of a battalion zone of influence. The M29 replaced the M1 Mortar 
in the late 1950s. It was adopted due to the extended range and lethality compared 
to the previous model. 

Min. ST: 6 W: 40 lbs. Dmg: +20 Rng: (140) AP S: 5 T: N/A B: N/A 


107mm Mortar 

Value: 5000 

The M30 entered service with the US Army in 1951, replacing the previous M2 
107mm mortar. It was adopted due to the extended range and lethality in 
comparison to previous models, although the M30, was significantly heavier than 
the M2. 

Min. ST: 7 W: 40 lbs. Dmg: +25 Rng: (125) AP S: 5 T: N/A B: N/A 


Anti-Tank Weapons 

These weapons include anti-material long range rifles as well as rocket launchers. 
These weapons are designed to decommission tanks, jeeps, trucks and other land- 
based vehicles. Using these on critters can be fun, for the truly sadistic. They all 
require two hands. 


Accuracy International AS50 Sniper Rifle 
Value: 5500 


The AS50 .50 caliber (12.7mm) sniper/anti-material rifle was developed by 
Accuracy International Ltd. The AS50 provides highly accurate rapid-aimed fire at 
extended ranges. To achieve such goal, it was built around gas operated, 
semiautomatic action, with single rear locking (meaning it comes with a tilting 
bolt). The barrel is free-floated and fitted with effective muzzle brake. The easily 
detachable buttstock is fitted with recoil-reducing buttpad. The top of the receiver 
is equipped with full length Picatinny type rail which can accept any compatible 
scope mount, with two additional rails mounted on either side of the short 
handguard/barrel jacket. The whole unit can be brought down to basic sub- 
assemblies within three minutes for maintenance, compact transportation or 
storage. The AS50 comes with a quick-detachable, folding adjustable-leg bipod, has 
a two-part receiver, is fitted with four sling mounts and is fed using single stack 
detachable box magazines. 

Single shot only. The magazine holds 5 rounds of .50 caliber ammunition. 

Min ST: 7 W: 30 lbs Dmg: +25 Rng: 45 AP S: 5 T: 6 B: N/A 


Barret M107 Long Range Sniper Rifle 

Value: 5000 

The M107 Long Range Sniper Rifle (LRSR) is a .50 caliber rifle with attached 
optics/electro-optics that supports all weather, day/night tactical dominance via 
rapid-fire/direct-fire engagements with armor penetrating, incendiary, dual- 
purpose ammunition. The M107 replaced the short recoil semiautomatic M82A3 
Special Application Scoped Rifle, though there is no significant difference between 
the two rifles. This model is fed with single-stack detachable box magazines. 
Single shot only. The magazine holds 10 rounds of .50 caliber BMG ammunition. 
Min ST: 6 W: 30 Ibs Dmg: +21 Rng: 40 AP S: 5 T: 6 B: N/A 


RPG-7 Rocket Propelled Grenade Launcher 

Value: 2100 

The Soviet-developed RPG-7 is the most widely distributed and used Rocket 
Propelled Grenade in the world. The RPG, or rocket-propelled grenade, is a loose 
term describing hand-held, shoulder-launched anti-tank weapons capable of firing 
an unguided rocket equipped with an explosive warhead. The Soviets developed 
the basic design of this RPG during World War II. 

Single shot only. The RPG-7 holds one RPG Warhead. 

Min. ST: 6 W: 15 lbs. Dmg: +22 Rng: 40 AP S: 6 T: N/A B: N/A 


M72 LAW 

Value: 2200 

The M72 LAW (Light Anti-Tank Weapon, also referred to as the Light Anti-Armor 
Weapon) is a portable, one shot, unguided anti-tank weapon. It can be compared 
with the better-known Soviet RPG-7 rocket propelled grenade, which uses a 
booster charge in addition to a rocket. Once fired the launcher is no longer useful 
and may be discarded. 

Single shot only. The M72 holds one RPG Warhead. 

Min. ST: 6 W: 15 lbs. Dmg: +25 Rng: 40 AP S: 6 T: N/A B: N/A 


Rockwell L-72 Rocket Launcher 
Value: 2300 
A basic rocket launcher, and one of the few shoulder-fired models that can be 


reloaded. This weapon is a testament to the destructive power available before the 
Great War. 

Single shot only. The L-72 holds one Rocket. 

Min. ST: 6 W: 15 lbs. Dmg: +28 Rng: 40 AP S: 6 T: N/A B: N/A 


Flamethrowers 

Flamethrowers are built to cause streams of fire to sear enemies and victims. 
Flamethrowers can also be re-fitted with different kinds of ammunition tanks, so 
they can shoot things other than fire. Very, very nasty things. It goes without 
saying that flamethrowers are two-handed weapons. 


Flamer Pistol 

Value: 1500 

The Flambe 250 Inferno is the only small arms skill weapon of the flamer variety. 
This weapon was an interesting but slightly misconceived weapon. Attempting to 
make a portable flamethrower, the designer of this unique piece of equipment 
failed to take into account that flamers need the propelling power that larger 
models provide. This weapon cannot be targeted. 

Single shot only. The Flambe 450 has a small chamber that holds 3 bursts of 
flamethrower fuel. 

Min. ST: 4 W: 10 lbs. Dmg: +21 Rng: 3 AP S: 5 T: N/A B: N/A 


Flambe 450 Flamer 

Value: 2000 

The Flambe 450 model flamethrower, varmiter variation, fires a short spray of 
extremely hot, flammable liquid. Designed as a squad support weapon, the Flambe 
450 was employed during the war to take out nests of machineguns and to torch 
civilian villages as a form of terrorism. Its light weight and increased range make it 
a formidable weapon. It requires specialized fuel to work properly. This model can 
be modified to fire a hotter mixture which causes greater combustibility. 

This weapon fires a single shot burst and holds five shots within the armored 
chamber system. 

Min. ST: 6 W: 18 lbs. Dmg: +36 Rng: 5 AP S: 6 T: N/A B: N/A 


Improved Flamer 

Value: 2000 

The improved Flambe 450 model flamethrower fires a short spray of extremely hot, 
flammable liquid. Redesigned and modified to fire a hotter mixture which causes 
greater combustibility, this weapon is extraordinarily deadly when combined with 
improved flamer fuel. 

This weapon fires a single shot burst and holds five shots within the armored 
chamber system. 

Min. ST: 6 W: 19 lbs. Dmg: +36 Rng: 5 AP S: 6 T: N/A B: N/A 


Energy Weapons Skill Weapons 

Energy weapons were developed in the early 21st century, and almost every major 
government employed them in their armed forces at the time of the war. The main 
kinds of energy weapons include laser and plasma variants, but are not limited to 
those two types. Lasers are highly concentrated beams of light that melt through 
pretty much anything. Plasma is superheated, ionized gas that melts through 


pretty much anything. There are other kinds of energy weapons as well. Note that 
damage from energy weapons is weapon-dependant, not ammo-dependant. Energy 
pistols do not require two hands to use, but energy rifles and big energy weapons 
require two hands. Upgraded properly, energy weapons can be recharged with a 
corded power-source. 


Pistols 

The most basic of energy weapons, and usually the weakest, are pistols. They are 
however, good for concealing and have the ability to scare people who have not 
dealt with energy weapons before. These were the next generation of weaponry. 


Spasm Gun 

Value: 2200 

An adaptation of a stun gun, a small personal defense tool, the spasm gun is an 
energy weapon that fires an electrically-pulsed sonic burst at a target, 
overwhelming the target’s nervous system and rendering them immobile as well as 
causing temporary internal trauma. This weapon is only marginally hampered by 
armors, and is a great weapon to use when trying to avoid casualties in combat or 
when capturing the enemy. Any target hit with the spasm gun will be incapacitated 
for 1d10 rounds while they twitch helplessly on the ground. 

Single shot only. The chamber holds 5 charges of small energy cell. This weapon 
does not target. 

Min. ST: 3 W: 5 Ibs. Dmg: 5d2+5 Rng: 15 AP S: 5 T: N/A B: N/A 


Wattz 1000 Laser Pistol 

Value: 1400 

The civilian model of the W-1600 pistol, The W-1000 is slightly weaker and has a 
shorter range. There are still a few of these lying around the wastes, although they 
tend to be in pretty bad shape. The Wattz 1000 laser pistol can be upgraded with a 
magnetic field targeting system that tightens the laser emission, giving this pistol 
extra penetrating power. The upgraded Magneto version of this pistol has a 
magnetic field targeting system that tightens the laser emission, giving this pistol 
extra penetrating power. It inflicts the same damage as its predecessor, but its 
attacks are not as heavily affected by armor (meaning the resistance the target has 
toward laser damage is halved.) 

Single shot only. The W-1000 holds 12 charges, and uses Small Energy Cells to 
recharge. 

Min. ST: 3 W: 4 lbs. Dmg: 6d3+4 Rng: 35 AP S: 5 T: 6 B: N/A 


Wattz 1600 Laser Pistol 

Value: 1500 

The Laser Pistol is perhaps the simplest of the energy weapons. It fires 
concentrated light at a target, exciting the molecules at the point of impact and 
causing considerable damage. Favored by assassins and gangsters because of its 
relatively inexpensive price and small size. 

Single shot only. The Laser Pistol holds 15 charges, and uses the Small Energy Cell 
to recharge. 

Min. ST: 3 W: 5 Ibs. Dmg: 6d4+4 Rng: 45 AP S: 5 T: 6 B: N/A 


Glock 86 Plasma Pistol 


Value: 2750 

Designed by the Gaston Glock Laboratories, this gun shoots a small bolt of 
superheated plasma. It's magnetic housing chamber can be realigned, resulting in 
extended charge capacity. 

Single shot only. The Plasma Pistol holds 16 charges, and uses the Small Energy 
Cell to recharge. 

Min. ST: 4 W: 4 lbs. Dmg: 10d3+5 Rng: 20 AP S: 5 T: 6 B: N/A 


Solar Scorcher 

Value: 2000 

The Solar Scorcher is not named because it can actually damage the sun, but 
instead of ammo it uses the sun’s rays to recharge. Unfortunately, this makes its 
use in caves, buildings, and at night somewhat limited. It recharges in about 30 
seconds, but must be in direct sunlight to do so. Otherwise it could take up to 
several minutes in cloudy conditions, or not at all, to charge up. 

Single shot only. The Solar Scorcher holds one charge, and uses direct sunlight to 
recharge. 

Min. ST: 3 W: 5 Ibs. Dmg: 10d5+10 Rng: 20 AP S: 4 T: 5 B: N/A 


YK32 Pulse Pistol 

Value: 12500 

The YK32 Pulse Pistol is an electrical pulse weapon that was developed by the 
Yuma Flats Energy Consortium. Though powerful, the YK32 was never considered 
a practical weapon due to its inefficient energy usage and bulky design. This is a 
weapon that fires high energy pulses of light and sound at an opponent, causing 
them to begin to disintegrate at the molecular level. Fun and educational for the 
kiddies. It looks a little like a Buck Rogers gun. The pulse pistol is considered a 
powerful, light weapon, and as it uses pulse technology, it is popular as it negates 
most armors. However, the problem with this weapon arises from the fact that it 
can hold a very limited ammunition and it has quite a low range. This limits its 
functionality to quick, close encounters. 

Single shot only. The Pulse Pistol holds 5 charges, and uses the Small Energy Cell 
to recharge. 

Min. ST: 3 W: 5 lbs. Dmg: 1d12+32 Rng: 15 AP S: 4 T: 5 B: N/A 


Alien Blaster 

Value: 10000 

No one is sure where this weapon comes from. The Alien Blaster is a strange gun 
of obviously alien origin. It looks like it can support small energy cells, however. 
This weapon is devastating as a close range weapon, and is considered one of the 
most formidable weapons available. 

Single shot only. The Alien Blaster holds 30 charges, and uses the Small Energy 
Cell to recharge. 

Min. ST: 2 W: 2 lbs. Dmg: 20d4+10 Rng: 10 AP S: 4 T: 5 B: N/A 


Rifles 
The weapons of the elite military at the time of the war, these rifles make a deadly 
arsenal. 


H&K 31415 Laser Carbine 


Value: 3500 

A laser rifle with a shorter barrel and limited range, this weapon was not widely 
distributed. 

Single shot only. The Laser Carbine holds 20 charges and uses Micro Fusion Cells 
to recharge. 

Min. ST: 5 W: 11 lbs. Dmg: 5d4+15 Rng: 20 AP S: 5 T: 6 B: N/A 


Wattz 2000 Laser Rifle 

Value: 5000 

The Wattz 2000 Laser Rifle uses micro fusion cells for more powerful lasers and 
has an extended barrel for additional range, at least when compared to the lesser 
laser pistols. Having a very long range and acute accuracy, the laser rifle can be 
effectively used to deliver accurate critical hits in long distance combat. The W- 
2000 was never put into mass production because it was soon replaced by better 
weapons. This weapon may be upgraded with a recycling chip to the Wattz 2500 
model. The W-2500 is more efficient, allowing the weapon to fire for half the 
energy consumption. 

Single shot only. The W-2000 holds 10 charges and uses Micro Fusion Cells to 
recharge. 

Min. ST: 6 W: 12 lbs. Dmg: 5d6+20 Rng: 45 AP S: 5 T: 6 B: N/A 


Wattz 3120b Laser Rifle 

Value: 9000 

The W-3120b Laser Rifle was used primarily by police and military units before the 
war, with a longer, refined barrel for increased accuracy and a larger, hotter 
energy beam. 

Single shot only. The W-3120b holds 25 charges, and uses the Micro Fusion Cell to 
recharge. 

Min. ST: 6 W: 13 lbs. Dmg: 5d6+25 Rng: 55 AP S: 5 T: 6 B: N/A 


Winchester Model P94 Plasma Rifle 

Value: 4000 

An industrial-grade weapon that fires superheated bolts of plasma down a 
superconducting barrel. The Plasma Rifle can be upgraded by anyone who has 
sufficient knowledge to do so. 

Single shot only. The Plasma Rifle holds 10 charges and uses Micro Fusion Cells to 
recharge. 

Min. ST: 6 W: 12 lbs. Dmg: 5d8+25 Rng: 25 AP S: 5 T: 6 B: N/A 


Turbo Plasma Rifle 

Value: 10000 

A modified Winchester P94 plasma rifle. This model features an advanced cooling 
system for increased range and accuracy. The plasma bolt chamber has also been 
hotwired to accelerate the bolt formation process, resulting in an increase in the 
rate of fire. 

Single shot only. This weapon holds 10 charges and uses Micro Fusion Cells to 
recharge. 

Min. ST: 6 W: 14 lbs. Dmg: 5d8+30 Rng: 35 AP S: 4 T: 5 B: N/A 


YK42b Pulse Rifle 


Value: 17500 

The YK42B is an electrical pulse weapon that was developed by the Yuma Flats 
Energy Consortium. It is considered a far superior weapon to the YK32 Pulse 
Pistol, having a greater charge capacity and range. It is, by some, considered to be 
the best energy weapon. This is a version of the Pulse Pistol, in rifle form, meaning 
longer range and more damage. 

Single shot only. The Pulse Rifle holds 10 charges, and uses the Micro Fusion Cell 
to recharge. 

Min. ST: 6 W: 9 Ibs. Dmg: 5d6+49 Rng: 30 AP S: 5 T: 6 B: N/A 


Big Energy Weapons 

These weapons were mostly in the developmental stage at the beginning of the 
war, and are very rare. These are, without a doubt, the most valuable weapons in 
the wastes. 


Gatling Laser 

Value: 7500 

The H&K L30 Gatling Laser is the only energy weapon capable of firing in burst 
mode. Designed specifically for military use, these were in the prototype stage at 
the beginning of the war. Multiple barrels allow longer firing before overheating. 
This weapon fires a 10 shot burst and holds 30 charges, using Micro Fusion Cells 
to recharge. 

Min. ST: 6 W: 24 lbs. Dmg: 4d6+16 Rng: 40 (90) AP S: N/A T: N/A B: 6 


Plasma Cannon 

Value: 16000 

Another experimental weapon, the Plasma Cannon is a shoulder-fired weapon of 
incredible destructive power. It shoots a single blast of plasma sheathed in a 
stabilizing electrical pulse that causes a powerful burst of explosive damage. 
Anything within three hexes is subject to full damage. Anything within two hexes 
after that is subject to half damage. Anything caught within a hex of that is subject 
to a quarter damage. Note that the Plasma Cannon cannot be targeted. 

Single shot only. The Plasma Cannon holds 5 charges, and uses Micro Fusion Cells 
to recharge. 

Min. ST: 7 W: 30 lbs. Dmg: 5d10+45 Rng: 25 (50) AP S: 6 T: N/A B: N/A 


Weapon Enhancements 

This section details some of the various weapon enhancements one can encounter 
in the wastes. Some of these are custom jobs, and the only place you can get them 
is from a knowledgeable weaponsmith. Others, like the night sight, can be bought 
or sold and are considered weapon attachments. 


Firearm Enhancements 

Specifically designed for firearms, these additions will enhance the statistic of 
nearly every gun. Note that not all modifications will work with all guns: putting a 
stock on a rifle, for instance, is redundant. 


Night Sight 
Value: 2000 
This is a scope that can be attached to the top of the gun that shows the world in 


heatwaves (thermal) rather than normal light. When a weapon has a night sight, 
darkness modifiers are ignored. 


Laser Sight 

Value: 3000 

This is a small device that attaches directly under the barrel of a gun, the laser 
sight allows you to target areas of the body without taking penalties. Targeted rolls 
are made as a normal, single roll, and there are no penalties for targeting smaller 
body parts. 


Sniper Scope 

Value: 3000 

This type of device allows a person to easily examine a target and effectively 
increases the range of the gun. Weapons fitted with this device are less effective at 
close range than at a distance, but have an extremely good accuracy bonus at long 
range. A scope increases the range and accuracy of the weapon, but all attacks are 
made as if the shooter were making a targeted attack, whether the shooter 
normally can or not. Note that sniper rifles are already assumed to have scopes. 


Speed Loader 

Value: 3000 

A speed loader is an enhancement designed only for a revolver. When a speed 
loader is attached, the pistol only takes 1 AP to reload. 


Expanded Magazine 

Value: 5000 

Some rifles and assault rifles can have their magazines expanded by a 
knowledgeable weaponsmith. The volume of the expanded magazine varies from 
gun to gun and weaponsmith to weaponsmith. 


Silencer 

Value: 500 

One of the simplest modifications, a silencer fits over the end of the barrel of 
almost any weapon. Guns are loud because of the air that is suddenly pushed out of 
the way when a bullet fires, and silencers help the air escape as the bullet leaves 
the gun, effectively reducing or eliminating the loud “bang.” Good for sneaking up 
on people, or when you are shooting and don’t want everyone in town to know 
about it. 


Rifled Barrel 

Value: 1000 

Rifled barrels are barrel extensions for pistols and submachine guns only. By 
increasing the length of the barrel, the gun becomes much more accurate by 
reducing outside influences on the first critical moments of the bullet’s path. 
Unfortunately, they also make the bullet travel slower. A rifled barrel will increase 
a gun’s range by a full 20 meters, but will reduce the amount of damage the 
weapon does by 2. 


Optional Stock 
Value: 500 


Stocks attach to pistols and submachine guns only (rifles and assault rifles already 
have stocks) and allow the shooter to place the gun firmly in the shoulder, allowing 
him or her to hold the weapon a little steadier. Pistols and SMGs with a stock have 
an increased range of 5 meters. Stocks can either be fixed pieces of wood or metal 
that screw onto the gun, or a collapsible metal construction that retracts or folds 
up for easy carriage. 


Tripod 

Value: 500 

This isn’t a modification per se, but a collapsible device used to balance and 
support larger weapons. If a weapon can benefit from a tripod, the weapon’s 
description will include the statistics for improved range. 

W: 7 lbs. 


Melee Weapon Enhancements 

Since the War, firearms have become much more scarce, and intelligent people 
have begun to innovate ways to make melee weapons more effective in combat. 
Below are some examples of melee weapon enhancements, along with the kinds of 
melee weapons that can be upgraded by each improvement. 


Sharpened Blade 

An enhancement for bladed weapons only, a sharpened blade represents a weapon 
that has been meticulously whetted or carefully filed with a sharpening stone or 
fine piece of flint. This process upgrades the weapon’s damage to the next highest 
die type and gives a bonus of +1 extra damage on top of that. 


Serrated Edge 

Serrating the blade of a slashing weapon greatly increases the surface area of the 
cutting edge, causing more damage and tearing flesh like a saw. Serrating a blade 
upgrades the weapon’s damage to the next highest die type and gives +2 extra 
damage on top of that. 


Barbed Point 

Barbs are pieces of twisted metal that hook a weapon inside of the target, like a 
fishhook. The target must then run around with a weapon sticking out of their body 
unless they take another 3d4 of damage to pull the weapon out. Very useful when 
hunting large game that needs to be worn down, or when making an example of a 
tough enemy. 


Dynamite 
Tying an explosive to a pole sure sounds like a good idea, right? The explosive 
detonates as normal. 


Poison 

One of the most common enhancements is the addition of poison to a blade or 
needle. Only useful on weapons that pierce the skin, poison makes things die 
faster. For a complete list of poisons, see below. 


Festering Tip 
Smearing a piercing weapon with feces or a rotting carcass is an old idea, and one 


that is useful if you aren’t interested in killing something right away. If the target 
fails a roll against Endurance with a -5 penalty for each successful hit with a 
festering weapon, they become ill in 1d10 days. In 1d10 days after that, the flesh 
around the wound becomes gangrenous and, if not removed, the target dies in 
another 1d10 days. 


Ammunition 

his covers the various types of 
ammunition, as some guns can fire 

more than one type. 

Abbreviations: 

AC = Armor Class Modifier (Modifies the 
target’s AC) 

DR = Damage Resistance Modifier 
(Modifies the target’s DR under the 
“normal” category) 

Vol = Volume. How many rounds come in a 
box 

FM]: Full Metal Jacket 

AP = Armor Piercing 

JHP = Jacketed Hollow Point (also known 
as “cop killer” bullets) 

Dmg = How much base damage the ammo type 
does 


Miscellaneous Ammunition 
This covers some of the various types of ammunition, as some guns can fire more 
than one type. 


Abbreviations: 

AC = Armor Class Modifier (Modifies the target’s AC) 
DR = Damage Resistance 

DT = Damage Threshold 

Vol = Volume. Usually the amount of rounds that come in a ammunition box or 
case 

Dmg = How much base damage the ammo type does 
ACP = Automatic Colt Pistol 

AP = Armor Piercing 

API = Armor Piercing Incendiary 

APIT = Armor Piercing Incendiary Tracer 

BMG = Browning Machine Gun 

UC = Uranium Coated 

DU = Depleted Uranium 

DP = Dual Purpose 

EC = Electromagnetic Conductive 

FMJ = Full Metal Jacket 

HE = High Explosive 

HEAT = High Explosive Anti-Tank 

HEDP = High Explosive Dual Purpose 

HP = High Penetration 


IRIC = Infrared Illuminant Cartridge 
JHP = Jacketed Hollow Point 
LRN = Lead Round Nose 


Ammunition for Firearms 


Arrow (Stone Tip) 
Value: 5 
AC: 0 DR: 10 Vol: 5 Dmg: 1d4 


Arrow (Standard Steel Tip) 
Value: 5 
AC: 0 DR: 0 Vol: 5 Dmg: 1d6 


Arrow (Titanium AP Tip) 
Value: 5 
AC: -10 DR: -10 Ignores DT Vol: 5 Dmg: 1d6 


Arrow (40mm Grenade Tip) 

Value: 5 

AC: 0 DR: 0 Vol: 5 Dmg: 5d6 to everything within a hex of explosion, half damage 
to all within 2 hexes after that. 


Bolt (Standard Steel Tip) 
Value: 5 
AC: 0 DR: 0 Vol: 5 Dmg: 1d8 


Bolt (Titanium AP Tip) 
Value: 5 
AC: -10 DR: -10 Ignores DT Vol: 5 Dmg: 1d6 


Bolt (30mm Grenade Tip) 

Value: 5 

AC: 0 DR: 0 Vol: 5 Dmg: 4d6 to everything within a hex of explosion, half damage 
to all within 2 hexes after that. 


Bolt (Speargun) 
Value: 5 
AC: -10 DR: 0 Vol: 5 Dmg: 3d4 


Bolt (Hand/Wrist Crossbow) 
Value: 5 
AC: 0 DR: 0 Vol: 10 Dmg: 1d4 


Dart 
Value: 5 
AC: 0 DR: 0 Vol: 10 Dmg: 1d4 


BBs 
Value: 100 


AC: 0 DR: 0 Vol: 100 Dmg: 1 


22 
Value: 150 
AC: 0 DR: 0 Vol: 50 Dmg: 1d6 


.223 JHP 
Value: 400 
AC: 0 DR: 10 Vol: 10 Dmg: 2d10 


.223 FMJ 
Value: 400 
AC: 0 DR: 0 Vol: 10 Dmg: 1d10 


.223 AP 
Value: 400 
AC: -10 DR: -20 Ignores DT Vol: 10 Dmg: 1d8 


.308 JHP 
Value: 400 
AC: 0 DR: 10 Vol: 10 Dmg: 2d12 


.308 FMJ 
Value: 400 
AC: 0 DR: 0 Vol: 10 Dmg: 1d12 


.308 AP 
Value: 400 
AC: -10 DR: -20 Ignores DT Vol: 10 Dmg: 1d10 


.357 Magnum JHP 
Value: 150 
AC: 0 DR: 25 Vol: 20 Dmg: 2d6 


.357 Magnum FMJ 
Value: 150 
AC: 0 DR: 0 Vol: 20 Dmg: 1d6 


.357 Magnum AP 
Value: 150 
AC: -10 DR: -10 Ignores DT Vol: 20 Dmg: 1d4 


.357 Magnum LRN 
Value: 150 
AC: 10 DR: 0 Vol: 20 Dmg: 1d4 


.38 Caliber JHP 
Value: 100 
AC: 0 DR: 25 Vol: 20 Dmg: 2d6 


.38 Caliber FMJ 
Value: 100 
AC: 0 DR: 0 Vol: 20 Dmg: 1d6 


.38 Caliber LRN 
Value: 100 
AC: 10 DR: 0 Vol: 20 Dmg: 1d6 


.44 Magnum JHP 
Value: 200 
AC: 0 DR: 25 Vol: 20 Dmg: 2d8 


.44 Magnum FMJ 
Value: 200 
AC: 0 DR: 10 Vol: 20 Dmg: 1d8 


.44 Magnum AP 
Value: 250 
AC: - 10 DR: -10 Ignores DT Vol: 20 Dmg: 1d6 


.45 ACP JHP 
Value: 150 
AC: 0 DR: 10 Vol: 10 Dmg: 2d10 


.45 ACP FMJ 
Value: 150 
AC: 0 DR: 0 Vol: 10 Dmg: 1d10 


.45 ACP LRN 
Value: 150 
AC: 10 DR: 0 Vol: 10 Dmg: 1d8 


.50 JHP 
Value: 1200 
AC: -10 DR: 0 Vol: 5 Dmg: 2d12 


.50 FMJ 
Value: 900 
AC: -10 DR: -10 Vol: 5 Dmg: 1d12 


.50 AP 
Value: 1000 
AC: -20 DR: -20 Ignores DT Vol: 5 Dmg: 1d10 


.50 LRN 
Value: 800 
AC: -10 DR: 0 Vol: 5 Dmg: 1d10 


.50 BMG 
Value: 1000 


AC: -10 DR: -10 Vol: 5 Dmg: 1d12 


.50 API 

Value: 2400 

AC: -20 DR: -20 Ignores DT Vol: 5 Dmg: 2d10 and another 1d10 for at least five 
combat turns. 


.50 APIT 

Value: 2500 

AC: -20 DR: -20 Ignores DT Vol: 5 Dmg: 2d10 and another 1d10 for at least five 
combat turns. 


.50 UC 
Value: 2900 
AC: -10 DR: 0 Vol: 5 Dmg: 1d12 and radiation exposure until removed 


.50 DU 

Value: 4500 

AC: -10 DR: 0 Vol: 5 Dmg: 5d10 to everything within 2 hexes of target and 
radiation exposure for at least 5 combat turns 


12 Gauge Shotgun Shells (Buckshot) 
Value: 150 
AC: 0 DR: 0 Vol: 20 Dmg: 1d10 


12 Gauge Shotgun Shells (Flechette) 
Value: 250 
AC: -10 DR: -10 Vol: 20 Dmg: 2d10 


12 Gauge Shotgun Shells (Slugs) 
Value: 150 
AC: 0 DR: 0 Vol: 20 Dmg: 1d12 


12 Gauge Shotgun Shells (Rubber) 
Value: 100 
AC: 0 DR: 0 Vol: 20 Dmg: 1d4 


12 Gauge Shotgun Shells (Door-Breaching) 
Value: 150 
AC: -10 DR: 0 Vol: 20 Dmg: 1d6 


12 Gauge Shotgun Shells (Pulse) 

Value: 500 

AC: 0 DR: 0 Vol: 20 Dmg: 5d20 (EMP) to all nonbiological critters hit with this kind 
of ammunition. 


2mm EC 
Value: 2000 
AC: -20 DR: -20 Vol: 50 Dmg: 1d10 


4.7mm Caseless 
Value: 1000 
AC: -10 DR: -10 Vol: 40 Dmg: 1d10 


5mm 
Value: 500 
AC: 0 DR: 0 Vol: 50 Dmg: 1d8 


5.56mm JHP 
Value: 600 
AC: 0 DR: 10 Vol: 50 Dmg: 2d8 


5.56mm FMJ 
Value: 600 
AC: 0 DR: 0 Vol: 50 Dmg: 1d8 


5.56mm AP 
Value: 600 
AC: -10 DR: -10 Ignores DT Vol: 50 Dmg: 1d6 


5.96mm LRN 
Value: 600 
AC: 10 DR: 0 Vol: 50 Dmg: 1d8 


7.62mm JHP 
Value: 300 
AC: 0 DR: 25 Vol: 20 Dmg: 2d10 


7.62mm FMJ 
Value: 300 
AC: 0 DR: 0 Vol: 20 Dmg: 1d10 


7.62mm AP 
Value: 300 
AC: -10 DR: -10 Ignores DT Vol: 20 Dmg: 1d8 


7.65mm 
Value: 300 
AC: 0 DR: 0 Vol: 10 Dmg: 1d8 


8mm 
Value: 500 
AC: 0 DR: 0 Vol: 50 Dmg: 1d10 


9mm JHP 
Value: 200 
AC: 0 DR: 25 Vol: 20 Dmg: 2d8 


9mm FMJ 
Value: 200 


AC: 0 DR: 0 Vol: 20 Dmg: 1d8 


9mm AP 
Value: 250 
AC: -5 DR: -5 Ignores DT Vol: 20 Dmg: 1d6 


9mm LRN 
Value: 300 
AC: 10 DR: 0 Vol: 20 Dmg: 1d6 


14mm JHP 
Value: 1000 
AC: 0 DR: 25 Vol: 10 Dmg: 2d12 


14mm FMJ 
Value: 1000 
AC: 0 DR: 0 Vol: 10 Dmg: 1d12 


14mm AP 
Value: 1200 
AC: -10 DR: -10 Ignores DT Vol: 10 Dmg: 1d10 


HN Needler Cartridge 
Value: 1500 
AC: 0 DR: 0 Vol: 10 Dmg: 1d12 


HN Needler AP Cartridge 
Value: 2000 
AC: -10 DR: 0 Ignores DT Vol: 10 Dmg: 1d10 


HN Needler Explosive Cartridge 
Value: 2000 
AC: 0 DR: 0 Vol: 10 Dmg: 2d10 


HN Needler Poison Cartridge 
Value: 2300 
AC: 0 DR: 0 Vol: 10 Dmg: Poison Type G 


HN Needler Biotoxin Cartridge 
Value: 2500 
AC: 0 DR: 0 Vol: 10 Dmg: 1d10 per combat turn, for at least 10 turns 


HN Needler Stimshot Cartridge 
Value: 1000 
AC: 0 DR: 0 Vol: 10 Dmg: Special (1d10 healing) 


Ordinance (Ammunition for Grenade Launchers, Mortars, Rockets, and 
Artillery Pieces) 


30mm Fragmentation Grenade 


Value: 900 
AC: 0 DR: 0 Vol: 5 Dmg: 4d4 to everything within a hex of explosion, half damage 
to all within a hex after that. 


30mm HE Grenade 

Value: 1100 

AC: 0 DR: -10 Vol: 5 Dmg: 4d8 to everything within 2 hexes of explosion, half 
damage to all within a hex after that. 


30mm HEDP Grenade 

Value: 1250 

AC: -10 DR: -10 Vol: 5 Dmg: 4d6 to everything within a hex of explosion, half 
damage to all within a hex after that. 


40mm Fragmentation Grenade 

Value: 1000 

AC: 0 DR: 0 Vol: 5 Dmg: 5d4 to everything within a hex of explosion, half damage 
to all within a hex after that. 


40mm HE Grenade 

Value: 1250 

AC: 0 DR: -10 Vol: 5 Dmg: 5d8 to everything within 2 hexes of explosion, half 
damage to all within a hex after that. 


40mm HEDP Grenade 

Value: 1250 

AC: -10 DR: -10 Vol: 5 Dmg: 5d6 to everything within a hex of explosion, half 
damage to all within a hex after that. 


40mm IRIC Grenade 

Value: 900 

AC: 0 DR: 0 Vol: 5 Dmg: 5d3 and intense illumination, effectively cancelling 
darkness modifiers within 20 hexes of explosion for 10 turns. 


40mm Smoke Grenade 

Value: 1000 

AC: 0 DR: 0 Vol: 5 Dmg: 5d2 and heavy smoke fills the area within 4 hexes of 
explosion. 


40mm Gas Grenade 
Value: 1000 
AC: 0 DR: 0 Vol: 5 Dmg: 5d2 and as Gas type to all within 4 hexes of explosion. 


40mm Plasma Grenade 
Value: 1500 
AC: 0 DR: 0 Vol: 5 Dmg: 10d6 to everything within 3 hexes of explosion. 


40mm Pulse Grenade 
Value: 2000 
AC: 0 DR: 0 Vol: 5 Dmg: 10d20 (EMP) to all non-biological things within 3 hexes of 


explosion. 


60mm Explosive Mortar Shell 

Value: 1250 

AC: 0 DR: 0 Vol: 1 Dmg: 5d6 to everything within 2 hexes of explosion, half damage 
to all within a hexes after that. 


60mm Smoke Mortar Shell 

Value: 1500 

AC: 0 DR: 0 Vol: 1 Dmg: 5d3 and heavy smoke fills the area within 5 hexes of 
explosion 


60mm Gas Mortar Shell 
Value: 1500 
AC: 0 DR: 0 Vol: 1 Dmg: 5d3 and as Gas type to all within 5 hexes of explosion 


60mm Plasma Mortar Shell 
Value: 2000 
AC: 0 DR: 0 Vol: 1 Dmg: 10d6 to everything within 4 hexes of explosion. 


60mm Pulse Mortar Shell 

Value: 2500 

AC: 0 DR: 0 Vol: 1 Dmg: 10d20 (EMP) to all non-biological things within 4 hexes of 
explosion. 


81mm Explosive Mortar Shell 

Value: 1900 

AC: 0 DR: 0 Vol: 1 Dmg: 5d8 to everything within 2 hexes of explosion, half damage 
to all within 2 hexes after that. 


81mm Plasma Mortar Shell 
Value: 2400 
AC: 0 DR: 0 Vol: 1 Dmg: 10d8 to everything within 5 hexes of explosion. 


81mm Pulse Mortar Shell 

Value: 4000 

AC: 0 DR: 0 Vol: 1 Dmg: 10d20 (EMP) to all non-biological things within 5 hexes of 
explosion. 


107mm Explosive Mortar Shell 

Value: 2000 

AC: 0 DR: 0 Vol: 1 Dmg: 5d10 to everything within 2 hexes of explosion, half 
damage to all within 2 hexes after that. 


107mm Plasma Mortar Shell 
Value: 2500 
AC: 0 DR: 0 Vol: 1 Dmg: 10d10 to everything within 7 hexes of explosion. 


107mm Pulse Mortar Shell 
Value: 4500 


AC: 0 DR: 0 Vol: 1 Dmg: 10d20 (EMP) to all non-biological things within 7 hexes of 
explosion. 


Explosive Rocket 

Value: 2000 

AC: 0 DR: -25 Vol: 1 Dmg: 6d12 to everything within two hexes of explosion, half 
damage to all within a hex after that. 


AP Rocket 

Value: 2500 

AC: -15 DR: -50 Ignores DT Vol: 1 Dmg: 6d10 to everything within two hexes of 
explosion, half damage to all within a hex after that. 


Plasma Rocket 
Value: 1500 
AC: 0 DR: 0 Vol: 1 Dmg: 12d12 to everything within 5 hexes of explosion. 


Pulse Rocket 

Value: 4000 

AC: 0 DR: 0 Vol: 1 Dmg: 12d20 (EMP) to all non-biological things within 5 hexes of 
explosion. 


RPG Fragmentation Warhead 

Value: 1500 

AC: 0 DR: -25 Vol: 1 Dmg: 5d12 to everything within two hexes of explosion, half 
damage to all within a hex after that. 


RPG HE Warhead 

Value: 2000 

AC: 0 DR: -25 Vol: 1 Dmg: 5d20 to everything within two hexes of explosion, half 
damage to all within two hexes after that. 


RPG HEAT Warhead 

Value: 2500 

AC: -20 DR: -25 Vol: 1 Dmg: 5d20 to everything within two hexes of explosion, half 
damage to all within two hexes after that. 


RPG HP Warhead 

Value: 1500 

AC: -20 DR: -50 Ignores DT Vol: 1 Dmg: 5d10 to everything within two hexes of 
explosion, half damage to all within a hex after that. 


RPG IRIC Warhead 

Value: 1200 

AC: 0 DR: 0 Vol: 1 Dmg: 5d5 and intense illumination, effectively cancelling 
darkness modifiers within 25 hexes of explosion for 15 turns. 


RPG Smoke Warhead 
Value: 1200 
AC: 0 DR: 0 Vol: 1 Dmg: 5d3 and heavy smoke fills the area within 5 hexes of the 


explosion. 


RPG Gas Warhead 
Value: 1200 
AC: 0 DR: 0 Vol: 1 Dmg: 5d4 and as Gas type to all within 5 hexes of explosion. 


RPG Incendiary Warhead 

Value: 2500 

AC: -20 DR: -25 Vol: 1 Dmg: 4d20 to everything within 4 hexes of the explosion, 
half damage to anything within 2 hexes after that. The explosion from this ingenius 
warhead causes everything within the blast radius to be covered with burning 
phosphorus, which continues taking half the initial damage taken for at least 
another five rounds. Another variant of this RPG Warhead involves Type D Acid 
rather than incendiary materials. 


RPG Plasma Warhead 
Value: 1500 
AC: 0 DR: 0 Vol: 1 Dmg: 8d12 to everything within 5 hexes of explosion. 


RPG Pulse Warhead 

Value: 1500 

AC: 0 DR: 0 Vol: 1 Dmg: 8d20 (EMP) to all non-biological things within 5 hexes of 
explosion. 


Flamer Fuel Pack 
Value: 2000 
AC: -20 DR: 25 Vol: 10 Dmg: 9d6 


Flamer Advanced Fuel Pack 
Value: 2000 
AC: -20 DR: 0 Vol: 10 Dmg: 9d6 


Flamer Acid Pack 
Value: 2500 
AC: -20 DR: -10 Vol: 10 Dmg: Acid Type D to all critters within stream 


Flamer Gas Pack 

Value: 4500 

AC: N/A DR: N/A Vol: 10 Dmg: Poison Type F to all non-protected critters in 4 
hexes of stream 


Cells for Energy Weapon 


Small Energy Cell 
Value: 2000 
AC: N/A DR: N/A Vol: 40 


Micro Fusion Cell 
Value: 2000 
AC: N/A DR: N/A Vol: 50 


Mines 

These weapons are mostly triggered by some sort of mechanism to set them off. 
They are typically intended to take out either infantry or vehicles, although some 
do a decent job of both. 


M18 Claymore Antipersonnel Mine 

Value: 1250 

The M18 and M18A1 Claymore is a directional anti-personnel mine. It fires 
shrapnel, in the form of steel balls. Internally the Claymore contains a layer of C-4 
explosive on top of which is a matrix of approximately seven hundred steel balls set 
into an epoxy resin. The weapon and all its accessories are carried in the M7 
bandolier. An instruction sheet for the weapon is attached to the inside cover of the 
bandolier. The Claymore mine is typically deployed in one of three modes: 
Controlled, Uncontrolled, or Time-delayed. Anyone in the hex directly in front of 
the explosion takes full damage, while anyone within 5 hexes after that is subject 
to half damage. 

Dmg: 5d6+25 


M74 Anti-personnel Mine 

Value: 1000 

The M74 is a basic pressure-sensitive mine, set in the ground so unsuspecting 
dolts can set it off and blow off a limb or two. Anyone in a hex adjacent to the 
explosion takes full damage and anyone within a hex of that is subject to half 
damage. Anyone within 2 hexes of the area described above takes 1d6 points of 
fragmentation and 1d6 points of concussion damage. 

Dmg: 5d6+15 


M75 Anti-vehicle Mine 

Value: 1500 

Designed to take out tanks and other armored vehicles, M75 series of land mines is 
incredibly destructive. Anything within a hex of the explosion takes full damage, 
while anything within 2 hexes of that is subject to half damage. Anyone within 4 
hexes from the edge of the explosion is subject to 1d6 points of fragmentation and 
1d6 points of concussion damage. 

Dmg: 5d20+20 


M93 Anti-vehicle mine 

Value: 2000 

The M93 HORNET mine is an anti-tank mine, it is a wide-area mine, capable of 
attacking targets up to 100 meters away from its position. The M93 uses both 
seismic and acoustic sensors to track and identify potential targets near the mine. 
Once the mine detects a suitable target in range, the mine turns to face the target 
and elevates the submunition launcher to the correct angle. The submunition is 
gas-propelled in the direction of the target using. An infrared sensor on the 
submunition scans the ground as it travels, searching for the intended target. 
When the target is detected, the submunition detonates and rains downward 
towards the target in a top attack. Anything within a hex of the target area takes 
full damage, while anything within 2 hexes of that is subject to half damage. 
Anyone within 4 hexes from the edge of the area described above is subject to 1d6 


points of fragmentation and 1d6 points of concussion damage. 
Dmg: 5d20+25 


Types of Gas 
Below is a short list of man-made, chemical gases that unlucky adventurers can 
encounter in the wastes. 


Sleeping Gas 

Sleeping gas is fairly self-explanatory; it puts the victim to sleep. Sleeping 
characters cannot act, and their armor class is reduced only to what they are 
wearing. The effects last 5d10 combat turns. 


Tear Gas 

Tear gas works by irritating mucous membranes in the eyes, nose, mouth and 
lungs, and cause tearing, sneezing, coughing, etc. Lachrymators are commonly 
found in tear gas and thought to exert their action through the inhibition of 
sulphydryl enzymes but this is not completely understood. Several commonly used 
lachrymators include bromoacetone, benzylchloride, thiophene, xylyl bromide, 
chlorine, and bromine. 


Pepper Gas 

Another easy-to-manufacture chemical, pepper gas causes a great deal of pain to 
the eyes, nose, and throat without actually damaging the victim. It is instead 
designed to immobilize a target. Inhaled and contact (with eyes). If contact with 
the eyes is made, the target is blinded for 2d20 combat turns. If inhaled, the target 
is immobilized by coughing for every turn spent in the cloud, and for 1d10 turns 
after leaving the cloud. While immobilized, all natural armor class is lost, and 
movement rates are doubled (it takes two AP to move one hex). 


Mustard Gas 

Mustard gas was originally invented at the beginning of World War I, and was used 
heavily in trench warfare until it was banned as inhumane. Because it is relatively 
easy to manufacture, mustard gas is common in areas where pre-War supplies have 
run out. Inhaled only. Causes 1d10 points of damage per combat turn spend in the 
cloud, and the effects last 1d10 turns after the effected critter exits the cloud. 


TK-BMI Antipersonnel Gas 

TK-BMI was developed as a humane alternative to mustard gas in the later parts of 
the 20th century. The deal is that it numbs the victim, so they do not have to deal 
with the intense pain of their insides burning up. TK-BMI deals 1d10 points of 
damage per combat turn spent in the cloud, and the effects last for 2d6 turns after 
leaving the cloud. TK-BMI is an inhaled gas. 


Acidic Cloud 

A nasty form of gas attack, an acidic cloud is essentially a very strong acid sprayed 
in a vaporous cloud. Inhaled and contact. Causes 1d10 points of inhaled damage 
per combat turn in the cloud if inhaled, and 1d10 points of damage for 1d10 turns 
after leaving the cloud. If it comes into contact with the skin, it causes an 
additional 2d20 points of damage. 


Types of Acid 
Acid is a corrosive substance that melts through skin, metal, and rock. 


Type A 
Type A acid causes a mild rash, resulting in 1d4 points of damage per combat turn. 
It can be washed off with water. 


Type B 

Type B acid is rather simple to make, being an extract of lye mixed with water. It 
melts through flesh and is extremely painful, resulting in 2d4 points of damage per 
combat turn. The trick is that water does not wash it off, using water only makes it 
worse. Vinegar is the only way to remove type B acid. 


Type C 
Type C acid is a much stronger mixture. It burns the target for 2d8 points of 
damage per combat turn. Luckily, water will remove it. 


Type D 

The most potent and vile acidic chemical compound, Type D acid is designed to 
maim and cause a great deal of pain. This is the most common type of acid found in 
chemical warfare, as it was deemed “humane” by the UN before the War. It causes 
3d10 points of damage per combat turn, and the effects last 1d10 turns. 


Types of Poison 

Poison is a toxic substance that can be absorbed through the skin, injected into the 
body or even breathed through the lungs. Poison can hamper, impair, debilitate or 
kill the victim unless the proper antidotes or treatments are received. 


Type A 

The most common kind of poison, type A is a mild infection often carried in the bite 
of some kinds of animals. Causes 1d2 HP of damage per hour (roll Endurance for 
no damage), and stays in the system for at least 18 hours. 


Type B 

A distilled version of Type A poison, this irritant is used by tribals for hunting small 
game. In mass quantities, it could make a person very sick. Causes 2d2 HP of 
damage per hour (roll Endurance for no damage), and stays in the system for at 
least 24 hours. 


Type C 

This is a far nastier kind of poison. Most often found in the sting of a radscorpion, 
it can easily kill the unprepared adventurer. A refined version of this poison is used 
to make Antidote. Causes 4d2 HP of damage per hour (roll Endurance for half 
damage), and stays in the system for up to 36 hours. 


Type D 
Distilled Type C poison, used for hunting bigger game. Causes 5d2 HP of damage 
per hour (roll Endurance for half), and stays in the system for up to 48 hours. 


Type E 


This poison causes severe abdominal cramps and sickness, incapacitating the 
victim for up to 12 hours after contact, effectively lowering Strength, Perception, 
Agility and Endurance down to 1 for as long as 12 hours. 


Type F 

Very rarely will an animal have a poison this bad, but it does happen. Certain 
spiders and snakes were known to have a venom like this before the War, and it is 
likely that someone out there has it now, either naturally or chemically. Type F 
poison causes the victim to go into shock about 1 hour after contact, and they slip 
into a coma for 1d10 days. For each day the character spends in a coma and goes 
untreated by a doctor or an antidote, that character must successfully roll against 
Endurance or die. 


Type G 

The worst kind of poison. These are generally only made in laboratories, although 
there may be some species out there that carry them. Causes death 5 minutes after 
exposure, unless the correct type of Antidote is administered. 


Armor 
These are the various forms of armor and worn methods of protecting oneself in 
the wastes. The divided modifiers are Damage Threshold/Damage Resistance. 


Abbreviations: 

W = Weight 

AC = Armor Class 

N = Normal Damage 

L = Laser Damage 

F = Fire Damage 

P = Plasma Damage 

Ex = Explosion Damage 
El = Electrical Damage 


Robe 

Value: 90 

A robe made from fine material. Although this apparel does offers minimal 
protection against attacks, it is not exactly meant for that purpose. Frequently 
adorned by religious fanatics. 

W: 10 lbs. AC: 5 N: 0/20 L: 0/25 F: 0/10 P: 0/10 Ex: 0/10 El: 0/40 


Radiation Suit 

Value: 5000 

A radiation suit is necessary if someone is going to do any prolonged activity in an 
irradiated area. While wearing a radiation suit, a person is protected from all the 
harmful effects of radioactivity and radioactive materials (100% Radiation 
Resistance). Another added bonus is that these suits give 100/100 gas resistance 
as well. Needless to say, these suits are rare - and valuable. You cannot wear a 
helmet with a radiation suit. 

Wearing a rad suit reduces your chances to Sneak by 30%. 

W: 20 lbs. AC: 5 N: 0/20 L: 0/10 F: 0/20 P: 0/10 Ex: 0/10 El: 0/20 


Leather Jacket 

Value: 250 

These jackets make the wearer look sharp and dangerous. Most often found in 
black, these jackets can be most any color if dyed properly. Worn by bad boys 
looking for trouble. 

W: 5 lbs. AC: 8 N: 0/20 L: 0/20 F: 0/10 P: 0/10 Ex: 0/20 El: 0/30 


Ghoul Armor 

Value: 1300 

A small set of armor designed for and by ghouls. It is light, and provides only the 
most basic protection. Only ghouls and very small humans can wear this armor. 
W: 5 lbs. AC: 10 N: 0/20 L: 0/25 F: 0/10 P: 0/25 Ex: 0/25 El: 0/30 


Leather Armor 

Value: 700 

Your basic all leather apparel. Finely crafted from tanned brahmin hide. This armor 
somewhat resembles football gear. This is typical raider gear. 

W: 8 lbs. AC: 15 N: 2/25 L: 0/20 F: 0/20 P: 0/10 Ex: 0/20 El: 0/30 


Combat Leather Jacket 

Value: 1000 

This Leather Jacket has been hardened with chemical solutions and comfortably 
padded for better protection. Extremely fashionable. You'll definitely make a 
fashion statement whenever, and wherever, you rumble. 

W: 7 lbs. AC: 20 N: 2/30 L: 0/20 F: 2/25 P:0/10 Ex: 0/20 El: 0/30 


Leather Armor MK II 

Value: 1000 

Reinforced Leather Armor that covers more of the body. 

W: 10 lbs. AC: 20 N: 3/25 L: 1/30 F: 1/17 P: 1/30 Ex: 1/25 El: 0/40 


Metal Armor 

Value: 1100 

Polished metal plates, crudely forming a suit of armor. Sometimes worn by raiders. 
W: 35 lbs. AC: 10 N: 4/30 L: 6/75 F: 4/10 P: 4/20 Ex: 4/25 El: 0/-50 


Metal Armor MK II 

Value: 1900 

Polished metal plates, finely crafted into a suit of armor. Only found in highly 
populated areas. 

W: 35 lbs. AC: 15 N: 4/35 L: 7/80 F: 4/15 P: 4/25 Ex: 4/30 El: 0/-50 


Mutant Plate Armor 

Value: 3000 

One of the few suits of armor a mutant can wear, this armor consists mostly of 
large metal plating. This is the mutant equivelant of Metal Armor. Only mutants 
can wear this armor. 

W: 40 lbs. AC: 10 N: 4/30 L: 3/45 F: 4/15 P: 3/20 Ex: 4/25 El: 0/-50 


Spiked Mutant Plate Armor 


Value: 4200 

An improvement on normal Mutant Plate Armor, this suit offers better 
craftsmanship, better protection, more weight and spikes. Only mutants can wear 
this armor. 

W: 50 lbs. AC: 15 N: 4/35 L: 4/55 F: 4/20 P: 4/25 Ex: 4/30 El: 0/-50 


Tesla Armor 

Value: 4500 

This shining armor provides superior protection against energy attacks. The three 
Tesla Attraction Coil Rods disperse a large percentage of directed energy attacks. 
Only found in high-tech areas. 

W: 35 lbs. AC: 15 N: 4/20 L: 19/90 F: 4/10 P: 10/80 Ex: 4/20 El: 10/80 


Combat Armor 

Value: 6500 

High tech armor, made out of advanced defensive polymers. The standard military- 
issue armor for ground troops before the war, there are still quite a few suits of 
Combat Armor lying around. Most are used by police forces in large cities, or by 
mercenaries and the like. This suit of armor comes standard with a helmet, and 
confers a 20% Radiation Resistance bonus. 

W: 20 lbs. AC: 20 N: 5/40 L: 8/60 F: 4/30 P: 4/50 Ex: 6/40 El: 2/50 


Combat Armor MK II 

Value: 8000 

An advanced version of Combat Armor, this was issued to soldiers in the advanced 
stages of the war. This armor comes standard with a helmet and confers a 20% 
Radiation Resistance bonus. 

W: 20 lbs. AC: 25 N: 6/40 L: 6/65 F: 5/35 P: 5/50 Ex: 9/45 El: 3/55 


Brotherhood Environmental Armor 

Value: 9000 

The Brotherhood of Steel developed this advanced Hostile Environment suit for 
operatives in special situations. Combining the protection of a radiation suit with 
the gas-filtration system of power armors, this armor also offers the user some 
protection against attacks. Perfect for the Knight fighting off ghouls - or the 
adventurer who killed the Knight and is now fighting off ghouls. This armor filters 
all gas attacks (gas resist 100/100) and offers the user a 60% bonus to Radiation 
Resistance and a 50% bonus to Poison Resistance. This suit of armor already has a 
helmet. When wearing Environmental Armor, the user gains a 50% penalty to 
sneak; a 10% penalty to Doctor, Lockpick, Steal, and Repair; and a 5% penalty to 
First Aid and Science due to the clunky nature of the suit. 

W: 30 lbs. AC: 18 N: 5/40 L: 5/55 F: 4/40 P: 5/55 Ex: 6/40 El: 5/45 


Brotherhood Environmental Armor MK II 

Value: 10000 

An advanced version of the Brotherhood’s Environmental Armor. It gives a 90% 
Radiation Resist bonus, a 100/100 Gas Resistance bonus, and a 75% Poison 
Resistance bonus. This suit of armor has a helmet. Wearing this armor confers a -1 
Penalty to Perception; a 50% penalty to Sneak; an 11% penalty to Doctor and 
Lockpick; a 10% penalty to Repair and Steal; a 7% penalty to First Aid; a 5% 


penalty to Science; and a 2% penalty to Pilot. Such is the price of decent 
protection. Needless to say, only the highest ranking officers in the Brotherhood 
have access to this kind of armor. 

W: 35 lbs. AC: 20 N: 6/40 L: 6/60 F: 5/42 P: 6/60 Ex: 9/45 El: 6/50 


Brotherhood Combat Armor 

Value: 4800 

A superior version of Combat Armor. The Brotherhood of Steel have made many 
improvements over the standard version. This armor is standard-issue for combat- 
members in the Brotherhood, and is only for members of that organization. Non- 
Brotherhood personnel caught wearing Brotherhood Combat Armor will be dealt 
with. This suit of armor comes standard with a helmet. Like other Combat Armors, 
wearing this armor confers a 20% Radiation Resistance bonus. 

W: 25 lbs. AC: 20 N: 8/40 L: 8/70 F: 7/50 P: 7/60 Ex: 8/40 El: 6/60 


Advanced Combat Armor 

Value: 9500 

Through the latest, cutting-edge technology out of San Francisco, this new 
polymeric combat armor with enhanced heat and penetration resistance has 
become the most revolutionary armor in the wastes. Based on entirely different 
and innovative substances that do a credible job of enhancing the protection 
capabilities, this armor is also quite stylish. These armors have been known to 
come in different colors, ranging from standard green, green-gray camo, timber- 
gray, gray-black camo, black, dark-blue, crimson-red, and even chrome-silver. This 
armor comes standard with a matching helmet and confers a 25% Radiation 
Resistance bonus. 

W: 25 lbs. AC: 25 N: 9/75 L: 8/70 F: 9/90 P: 7/60 Ex: 9/45 El: 6/60 


Power Armor 

Value: 12500 

A self-contained suit of advanced technology armor. Powered by a micro-fusion 
reactor, with enough fuel to last a hundred years. Power Armor is usually only 
worn by Paladins of the Brotherhood of Steel, and other organizations with access 
to prewar tech. This armor comes standard with a helmet. The hydolics of the 
armor adds 3 Strength to the wearer. This armor confers a 30% bonus to Radiation 
Resistance and 100% Gas Resistance. When wearing Power Armor, the wearer 
receives a 75% penalty to Sneak and a 10% penalty to Lockpick and Steal. 

W: 85 AC: 25 N: 12/40 L: 18/80 F: 12/60 P: 10/40 Ex: 20/50 El: 12/40 


Mutant Power Armor 

Value: 3000 

The rarest of the rare. These suits of special armor were a limited edition item 
developed by the Enclave for their experimental mutant soldiers. The number of 
Mutant Power Armors in existence can probably be counted on one hand. This 
armor comes standard with a helmet, enhances the Strength of the wearer by 3 
points, confers a 30% bonus to Radiation Resistance and 100% Gas Resistance. 
The wearer receives a 75% penalty to Sneak and a 10% penalty to Lockpick and 
Steal. 

W: 140 AC: 25 N: 12/45 L: 18/850 F: 13/65 P: 11/45 Ex: 20/55 El: 12/45 


Hardened Power Armor 

Value: 15000 

A suit of T-51b Power Armor. The hardening process has improved the defensive 
capability of this high-tech armor system. This armor comes standard with a 
helmet. Like normal Power Armor, this suit enhances the Strength of the wearer by 
3 points, and confers a 30% bonus to Radiation Resistance as well as 100% Gas 
Resistance. When wearing Hardened Power Armor, the wearer receives a 75% 
penalty to Sneak and a 10% penalty to Lockpick and Steal. 

W: 100 AC: 25 N: 13/50 L: 19/90 F: 14/70 P: 13/50 Ex: 20/60 El: 13/50 


Advanced Power Armor 

Value: 20000 

This powered armor is composed of lightweight metal alloys, reinforced with 
ceramic castings at key points. The motion-assist servo-motors appear to be high 
quality models as well. Advanced Power Armor was made by post-war Enclave 
technicians, comes standard with a helmet and has a built-in night vision system, 
so any negative modifiers from light are ignored. This armor enhances the 
Strength of the wearer by 4 points, gives the wearer a 60% bonus to Radiation 
Resistance and filters gas attacks, giving a 100% bonus to Gas Resistance. When 
wearing Advanced Power Armor, the wearer receives a 75% penalty to Sneak and a 
10% penalty to Lockpick and Steal. 

W: 90 AC: 30 N: 15/55 L: 19/90 F: 16/70 P: 15/60 Ex: 20/65 El: 15/60 


Advanced Power Armor MK II 

Value: 35000 

This powered armor appears to be composed entirely of lightweight ceramic 
composites rather than the usual combination of metal and ceramic plates. It 
seems as though it should give even more protection than the standard Advanced 
Power Armor. This armor is restricted to officers of the Enclave, definately comes 
standard with a helmet and has a built-in night vision system, so any negative 
modifiers from light are ignored. It gives the wearer a 75% bonus to Radiation 
Resistance and a 100% bonus to Gas Resistance. When wearing this ultimate suit 
of armor, the wearer receives a 75% penalty to Sneak and a 10% penalty to 
Lockpick and Steal. 

W: 100 AC: 35 N: 18/60 L: 19/90 F: 16/70 P: 18/60 Ex: 20/70 El: 15/65 


Equipment 
Equipment is any item that is not a weapon, ammunition, armor, or weapon 
enhancement. These are common (or semi-common), useful items in the wastes. 


Flare 

Value: 10 

A chemical-packed stick that, when ignited, will provide light for about an hour. 
W: 1 lb. 


Lighter 

Value: 10 

When you need to get that molotov cocktail going, or burn that particular bridge. 
W: 1 lb. 


Flashlight 

Value: 15 

A small flashlight (torch) that runs off of a special energy cell. Usually provides 
about 30 hours of light before going out. 

W: 11b. 


Rope 

Value: 25 

What role playing game would be complete without a rope? Perhaps one of the 
most useful items in the world. Consider this to be about 10 meters long. 

W: 10 lbs. 


Boots 

Value: 80 

A set of reinforced rubber and Kevlar boots. They will protect the wearer from 
harsh chemicals for a short time, although they tend to wear out easily. 

W: 5 lbs. 


Gas Mask 

Value: 150 

This mask protects against harmful gas by conferring a 100/0 Gas Resistance 
bonus to the wearer. Useful when someone lobs a mustard gas shell at the party. 
Note that it does not block radiation. 

W: 3 lbs. 


Geiger Counter 

Value: 300 

This useful little device not only detects how much radiation is in a person, it can 
detect harmful radiation in the surrounding area. Useful when you are wondering 
if that big glowing crater in the ground is dangerous. 

W: 5 lbs. 


Stealthboy 

Value: 1800 

A RobCo Stealth Boy 3001 personal stealth device. Generates a modulating field 
that transmits the reflected light from one side of an object to the other. 

W: 3 lbs. 


Motion Sensor 

Value: 800 

A Wattz Electronics C-U model motion sensor. Detects the movement of biological 
material over a distance of meters using a tuned radar device. Having one in your 
inventory will also help you avoid outdoor encounters (+20% Outdoorsman skill). 
W: 7 lbs. 


Mirrored Shades 

Value: 20 

This is a pair of fashionable and deadly-looking mirrored shades. Just having them 
in your inventory makes you feel cool. 

W: 11b. 


Pip Boy Lingual Enhancer 

Value: 200 

This Pip Boy lingual enhancer consists of a storage holodisk, a microfilament cord, 
headgear, and an optical sensor that is placed over the user's right eye. When 
used, an optical flash transmits an entire dictionary into the user's memory, 
permanently improving the user's speech skills. 

W: 8 lbs. 


Pip Boy Medical Enhancer 

Value: 200 

This Pip Boy medical enhancer consists of a storage holodisk, microfilament cord, 
headgear, and an optical sensor that is placed over the user's left eye. When used, 
an optical flash transmits a dictionary of physician skills and know-how into the 
user's memory, permanently improving the user's doctor skill. 

W: 8 lbs. 


Neural Interface 

Value: 800 

It appears to be a set of electrodes built into a head unit with a standard computer 
interface plug. 

W: 3 lbs. 


Medical Kit 

Value: 300 

A first-aid kit that gives a 20% bonus to the First Aid skill, and heals 1d10 points of 
damage in 1d10 minutes. 

W: 4 lbs. 


Doctor’s Bag 

Value: 450 

The Doctor’s Bag contains various sawbones instruments for diagnosing and 
treating various maladies. If a character has a Doctor’s Bag, it effectively raises the 
Doctor skill by 40% for the purposes of suturing gaping wounds and treating 
crippled limbs and blindness. 

W: 10 lbs. 


Tool Set 

Value: 50 

A set of basic tools, such as small wrenches, pliers, some screwdrivers, and a 
hammer. For basic repairs. 

W: 15 lbs. 


Vehicle Repair Kit 

Value: 500 

A toolbox containing some necessary equipment for repairing a vehicle (actually, it 
can be used on any complex mechanical device). Contains a computer for 
interfacing with the vehicle to analyze the problem and a lot of repair tools. 

W: 20 lbs. 


Dynamite 

Value: 275 

An explosive device consisting of several sticks of dynamite, a detonator, anda 
timer to set it off. Setting dynamite takes a successful roll against the Traps skill; 
an unsuccessful roll means the timer was not set correctly, and will not go off on 
time (in other words, you might not be able to run fast enough). Dynamite does 
1d20+30 points of damage to anything in its hex and all adjacent hexes when it 
goes off, and 1d6 points of concussion damage to anything within 4 hexes of the 
explosion. 


Plastique (C-14 Plastic Explosive) 

Value: 400 

C-14 is an improved version of the classic C-4 plastic explosive. A gummylike 
substance that can be rigged to detonate, plastique is useful because it can be 
molded to any shape, to detonate in a concentrated area or spread along a wider 
surface. C-14 is a white or gray substance that looks and feels a lot like Silly 
Putty™. Setting it takes a successful roll against Traps; like dynamite, if the roll 
fails, the timer is not set correctly, and will blow at the wrong time, or not at all. 
Plastique does 2d20+30 damage to anything within the hex in which it detonates, 
half damage to everything in adjacent hexes, and 1d6 concussion damage to 
anything within 4 hexes of the explosion. C-14 can be compounded on itself to 
make bigger bombs, too. 

W: 2 lbs. 


Lockpick 

Value: 40 

Gives the user a +20% bonus to their Lockpick skill for the purposes of picking 
basic locks. 

W: 1 lb. 


Expanded Lockpick Set 

Value: 150 

This little kit contains everything the aspiring thief needs to break into just about 
anything protected by a traditional lock. Gives a +40% bonus to the Lockpicking 
skill when used. 

W: 1 1b. 


Safecracking Kit 

Value: 200 

This kit gives the user a +40% bonus to their Lockpicking skill when trying to open 
a safe. 

W: 5 lbs. 


Electronic Lockpick 

Value: 250 

This valuable device is required to open electronic locks. This device, when used to 
override the computer security on electronic doors, gives a 20% bonus to the users 
Lockpicking skill. 

W: 3 lbs. 


Electronic Lockpick Mark II 

Value: 250 

This is an enhanced, more advanced version of the Electronic Lockpick device. This 
device, when used to override the computer security on electronic doors, gives a 
40% bonus to the users Lockpicking skill. 

W: 3 lbs. 


Hacker Device 

Value: 10000 

A very special device used by phreakers, hackers, criminals, and CIA operatives 
before the War. With this tool, not only can a character open any electronic lock, 
but it contains a variety of interfaces for other electronic devices like mainframe 
computers, ATMs, and pocket calculators. This device automatically unlocks 
electronically locked doors and the like, and when used against computers and the 
like, gives a 40% bonus to the users Science skill. 

W: 5 lbs. 


Chems (Drugs) 

here are plenty of ways to chemically alter one’s body in the wastes, and not all of 
them are entirely beneficial. Chems always have some kind of effect on a person. 
Sometimes, a chem is not easily identifiable, so when you come across a big crate 
of syringes and want to know what they are, there is no choice but to shoot one 
and see what it does. NOTE: The creator of this game does not recommend this 
course of action in the real world. 

Note: All chems can change a character’s stats above and below racial limits. 
When a drug’s positive effects have worn off, stats return to normal and are then 
effected by the negative effects. 


Stimpak 

Value: 150 

Stimpaks are small syringes with healing chems that ease pain and encourage 
cellular mitosis, helping cells restore themselves at an increased rate. Quite 
common before the war, they can be found, in one form or another, almost 
everywhere. When injected, the stimpak heals 1d10+10 HP. Not addictive. 


Super Stimpak 

Value: 500 

This is an incredible melange of healing chems designed to aid wounded soldiers 
on the battlefield in crucial moments of combat. Super stimpaks come in a large 
clamp that fit around the arm and inject the chemicals into the user at various 
times, maximizing the effects of the chemicals. The whole injection process still 
takes less than a second. Super stimpaks heal 5d10+50 HP, but the user loses 1d10 
HP after an hour from the aftershock. It is a good idea to get some other form of 
healing should the user’s HP drop to dangerous levels again. Not addictive. 


Trauma Pack 

Value: 600 

A chemical concoction made by the Brotherhood for use in battle, Trauma Packs 
send the cellular reproduction process into overdrive, healing 6d10+60 hit points 
instantly, but causing 2d10+30 points of damage after 1 hour. Not addictive. 


Ultra Stimpack 

Value: 1000 

The most powerful healing substance on the planet, Ultra Stimpacks turn cellular 
reproduction into a frenzy of activity, healing 10d10+50 HP immediately upon 
injection. In 1d10 hours, the user must make a roll against Endurance. If that roll 
fails, they lose every hit point the Ultra Stimpack healed; if the roll succeeds, the 
user loses half of those hit points. Ultra Stimpacks are only available in technology- 
rich organizations like the Brotherhood of Steel or the Enclave. 


Radaway 

Value: 1500 

Radaway, an obscure drug from prewar times, became one of the most useful after 
the bombs went off. It comes in an IV bag and must be taken through a drip IV over 
the period of about an hour. The Radaway works in the user’s system to bond with 
radioactive particles and wash them out. 1 day after use, the user loses 25 rads. 2 
days after use, the user loses another 25 rads. Radaway, unfortunately, has an 
addiction rate of 20%. 


Rad-X 

Value: 2000 

An ounce of prevention is worth a pound of cure, and that was the idea behind 
these drugs. Although they were never marketed for consumer use before the war, 
enough were made for militaries so that they are not unknown in the postwar 
world. Rad-X is a pill that increases the user’s Radiation Resistance by 50% for 
1d10 hours after ingestion by creating a kind of radiation “anti-body” in the user. 
Not addictive. 


Antidote 

Value: 150 

Made from a variety of distilled poisons and antibodies, each dose of Antidote 
removes one level of poisoning. Antidote tastes and looks like cough syrup, and 
comes in little bottles. There is no official Antidote company in the wastes, and it is 
often something that country doctors and traveling quacks will sell for far more 
than it’s worth. Not addictive. 


Buffout 

Value: 200 

Buffout is a kind of temporary steroid, increasing mitochondrial activity in muscles 
for a brief period of time. Unfortunately, these same chemicals also impair brain 
function. Taking this drug is fine so long as you are about to slug it out in a boxing 
ring, but not recommended for operating a tank in combat. When swallowed, 
Buffout increases the user’s Strength by 2, Agility by 2, and Endurance by 3. The 
effects last one-half (round down) of 1d10 hours. After the effects wear off, the user 
loses 3 Strength, 3 Agility, and 2 Endurance for 1d10 hours. Buffout carries a 30% 
chance of addiction. 


Mentats 
Value: 280 
Mentats increase the user’s awareness for a short period of time, but are 


dangerous because of the intense aftereffects and high addiction rate. An 
experimental drug for the military at one time, these pills became popular in the 
prewar streets because of the intense high. When Mentats are swallowed, the 
user’s Perception increases by 2, Intelligence increases by 2, and Charisma 
increases by 1 (everyone’s more attractive when under the influence!). The effects 
last 1 hour, after which time the user’s Perception and Intelligence are decreased 
by 4 and Charisma is decreased by 3 for 1d10 hours. Mentats have a 60% chance 
of addiction. 


Psycho 

Value: 400 

Psycho is a drug that is much like a combination between Mentats and speed. This 
chemical cocktail is highly addictive and has horrible side effects, but the high it 
produces is worth it to many users. After injecting Psycho, the user’s Agility 
increases by 3, and their Intelligence is reduced by 3. The effects of Psycho last 
1d10 hours, after which time the user loses 3 points to ALL Stats except Luck for 
1d10 hours. Psycho is 50% addictive. 


Jet 

Value: 25 

Jet is the new street drug of the postnuclear world. No one knows exactly how it 
was made, except there are rumors that a mafia boss had it manufactured to aid in 
controlling large numbers of people. Considering that Jet is addictive from the first 
dose, that is not difficult to imagine. Jet comes in an inhaler, much like asthma 
medicine. After inhalation, the user gains +2 Action Points, +1 Strength, and +1 
Perception for 1d10 hours. After this time, the character loses two Action Points, 3 
Strength, and 3 Perception. Jet is 80% addictive, although it is rumored that an 
antidote exists for the addiction - somewhere. 


After Burner Gum 

Value: 350 

After Burner was an attempt to legalize a “safe” form of meth in the early 21st 
century. Tiny methamphetamine crystals were mixed in with chewing gum by some 
enterprising corporation. The result was a moderate dose of the drug that lasted 
for only a few minutes, but produced an intense high in that time. Chewing After 
Burner gives the user a +1 bonus to Strength and Perception, and raises the user’s 
Action Points by 2, for 1d10 minutes. After that time, the user loses 1 point of 
Strength and 2 points of Perception for 1 hour. After Burner is 30% addictive. 


